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Gabriel 


As an infant he was found abandoned at the door 
of one of the Brotherhood of Light convents. It is not 
known who his original parents were. Some suspect 
that he was the unwanted bastard of a wealthy 
landowner, most likely from the Cronqvist family, 
though this has never been proved. The Order named 
the boy after the blessed Archangel Gabriel and 
raised him as one of its own. A precocious child, he 
quickly proved to be extremely talented, developing 
an unprecedented mastery of the fighting arts. 
Gabriel took the surname of Belmont from 

his love of the mountains and the high 

places of the world. 


Prone to dark moods and occasional 

ambivalence, Gabriel was deeply 

affected by the death of his childhood sweetheart, Marie. He 
has embarked on this quest at the request of the elders of the 
Brotherhood, and has a burning desire far revenge. 
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Marie 
Marie, the youngest daughter of a rich merchant family, 
was always attracted by the courageous nature of the 

Brotherhood of the Light; curious and lively, she often 

escaped her duties at home in order to help the monks, 
baking and cleaning for them. During one of these visits 
she became acquainted with the boy that would later 
become her husband, an orphan by the name of Gabriel. 


The two youngsters were made for each other: they grew 
up together and made promises for the future. These 
promises were kept when, one idyllic morning, with 

the blessing of both her family and the Brotherhood, 

the couple were married. Marie provided a good 

| counterpoint to Gabriel's dark moods, and often just her 
( laughter was enough to blow away the gathering storm 
within him. 


Now Marie has been tragically murdered and Gabriel 
seeks revenge. 





Pan 
Classic folklore tells of a mystical spirit 2 = 
that inhabits untamed woodlands, 
protecting them from harm. Legends 
tell of different forms sto this, spirit: 
a‘horesl “Sota Boras ae as an br = 
_ satyr, while others tell. a story = — sa3 
a benevolent and powerful soa 
denzaet servant of Mother 
Nature herself. But Mankind, 
in its arrogance, pollutes ond 
destroys the world, and the old 
spirits depart—and soon Pan 
must choose his own fate. — 
















































Zobek 


if ihe chronicles of the Brotherhood are to be believed, 
Zobek is one of their longest serving warriors. The list 
of heroic deeds attributed to him is as impressive as his 
vast knowledge of the art of war. Despite his age, 
he can deploy mighty fighting skills. His weapon of 
] choice isa simple long sword, which he handles 
with great skill. Usually, he likes to wear the old- 
fashioned uniform of the Brotherhood of Light 
that, accerding to him, was inherited from one 
of his ancestors, one of the founding members 


of the Order. 
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Claudia 
Claudia is a mute orphan girl who lives in the ruins 
of Agharta, the destroyed capital of a once-great 


civilization. The race that created the city lived very long 
lives, offen over many centuries, ana Claudia shares 








this trait, Having endured innumerable years in the 

dust and decay, she has developed telepathic powers by 
communicating with her loyal guardian, the Black Knight. 
This is an ancient form of communication favored by her 
ancestors. The strong bond that she has developed with 
her ormored protector hes saved them both on many 
occasions. Claudia is brave and carefree, unafraid to 
confront danger. Yet deep within is a sadness that will 
never leave her, the loss of her beloved father. 





BASICS | 


























Vincent Dorin 
The abbey at Wygol had always been a place 
of peace and meditation, The monks that tht te 


inhabited it were considered great scribes, 9 crys w 
and their wonderfully crafted manuscripts Bs ne | ‘ 
j y : L a 1] ' 4 ge . 
made the abbey a destination for haly : oe 
i ' 
pilgrimage. The current abbot, Father | ee ee 
Dorin, was an erudite scholar, devoted ? 


to the study of the old texts retained in 
the abbey’s vast library, Shutting himself : Ps 
away, he studied these ancient texts : 
and prophetic scrolls for years, turning : 

half blind and quite mad in the process! j 

When the Vampires came, he discovered _ 

a holy relic hidden deep in the library 
that kept the evil creatures at bay. In 
order to preserve the holy books and 
himselt, he banished everyone from the 
abbey and disassociated himself fram his 
people, leaving them to their fate withdut) 
protection, 





7 3G 
AP Wal te 
IE Ay 8 4 


Laura 


ruthless killer who 143 HN Ronde i i 
of innocents over many centuries to. satiate 
her blood craving. Although she has the bo dy 
of a child, she has the cunning and intellect of 3 
someone far older. She can be particularly a Bar) 
otten treating the killing of her victims as a gam ca 
However, when at rest and alone, she ramembers e om 
time long past, a time of warmth and comfort and el 
a weman’s beautiful voice singing to her as she Se: 
sleeps, comforting her in the darkness—a life: abe 
long ago. 
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Baba Yaga 

This old hag is the subject of many a myth in 
popular folklore, mostly appearing as an evil 
witch whe eats children and lives in a cabin 
that stands on o pair of chicken legs. 

While parts of these legends are 

rue, her house does not stand on 

chicken legs, though os for the 

resit—who knows? Baba Yaga likes 

fo brew a special fea made from 

extremely rare blue rose petals, 

which temporarily transforms this 

hideous old hag into’a beautiful young 
woman. Although she sometimes helps 
people, il’s usually very dangerous fo 

ask her for o favor, unless you are very 
polite and can offer her something in 


return, 


Lord of 
the Dead 


Lord of all the Dead, he is 
death personified and with 
his knowledge of the dark 
arts. none may stand against 
him, living or dead. 
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Lesser Lycanthrope 
These creatures are humons that have been poisoned with 
sn infectious disease known as the “Werewolf Influenza,” 
which is transmitted, in most cases, by the bite of another 
_ycanthrope. There is an old saying thet goes like this, “li 
you are bitten by a Lycan, better to let it gnaw,” and like 
most proverbs, if is more true than not. Once infected with 
‘he disease, the transformation process can be completed 
- only a few minutes. 






Size 


Warg 


ote is known obout these fierce, wolf-like beasts, 

excep! that they appeared soon alter the coming of the 
_yconthrope Dark Lord. Despite their wild looks, Wargs 
sre fairly intelligent creatures, capable of being tamed by 
ssser Lycanthopes, who ride them in battle. Wargs are 
‘erocious creatures that attack opponents with razor-sharp 
-aws ond sharp, deadly teeth. 
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Greater Lycanthrope 


Greater or “pureblood” lLyconthropes are those spawned 





from the Dark Lord himself. In these cases, their condition 
is nol considered a disease, os the transformation 
process has been deliberately chosen, The endowment of 
lycanthropy, however, is not given fo just anyone by the 
Dark Lord, and only a handful of his more loyal acolytes 
have received such a gift. The Dark Lord keeps these 
elite guards for special missions, and they are not only 
fearsome but also incredibly intelligent and formidable 
foes in combat. 


5% 
ii 


Difficulty 





Size 


Great Warg 

Worgs ore the principal strength of large lycanthrope 
raiding parties. Some of them ore “blessed” by the Dark 
Lord himself which gives them new powers, such as 
improved strength and wound regeneration. Due to the 
nature of the “blessing,” these powers are heightened by 


a tull moon, 
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Naiad 


A large part of the danger in the swamps lies in the hands of 
creatures known as Naiads. These living things are usually 
passive, lying inconspicuously on riverbeds and muddy, damp 
places, waiting until someone stumbles within range. When 
they attack, their unfortunate victims usually mistake their limbs 
tor branches and are soon drowned—and eaten. In days gone 
by, these beautiful creatures were worshipped and sacrifices 
were made to them, but they are now forgotten by humans and 
have become evil predators, plaguing both wandering man and 
beast alike, 
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Small Troll 


Biologically speaking, small and great Trolls are more or less 
equal. However, their behavior couldn't be more different; the 
large subspecies is fairly aggressive, whereas Small Trolls are 
cowardly and quickly flee when outnumbered. 
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Goblin 


These diminutive, mischievous and crabby creatures usually 
avoid contact with humans. Goblins make their homes around 
tree roots and mossy damp oreas, and like to. hunt in packs, 
Although they can be aggressive when threatened, Goblins 
usually prefer to keep far from men ond their dwellings. 
Goblins are a species on the verge of extinction, and before 


too long will pass into history and then myth. 





Size 


Swamp Troll 


Swamp trolls are a rare subspecies of the larger Cave Troll. 
Although similar in appearance to their dry land cousins, the 
thick fur has been replaced with a slimy coating, similar to wet 
mould, which better suits the damper weather of their habitat. 
swamp Trolls are ferocious in battle and display o cunning that 


belies their outward appearance. 











Cave Troll 


Trolls are @ dying species living mostly in mountainous areas. 






They are aggressive ond territorial. This can sometimes result in 






attacks on humans who. are foolish enough to encroach on the 
Troll's natural habitat. However, Cove Trolls are usually passive 
around their own kind and rarely attack each other. Men say 
that when Trolls die of old age they turn into sione and this can 
be clearly seen in certain rock formations if one looks closely 
enough. 






















Ice Titan 


Buried deep below the surface of an ancient lake, waiting to be 
found, ore the remnants of a once great civilization. Before Rome, 
gm before ancient Greece, this great empire possessed technology 
o> that surpassed all others, and this Titan marks the pinnacle 
of their achievements. A great conflict known os “The 
Necromantic Wars” obliterated this once thriving 
civilization and this great feat of engineering 
was lost. 


When the dark spell that isolated the 
heavens from our earthy plane 
wos cas!, the souls of the 
dead were drawn to this 
place and somehow 
gave new 

energy to the 
magic runes, 

{ reanimating 
the Titan one 
inal time— 





Giant Spider 

These monsters are the largest type of known arachnids, and 
they are much more aggressive than any of the normal-sized 
varieties of Spider. Giant Spiders can be found in almost any 
environment, but they usually prefer dark, sogay places, such 
as old forests or grottos. Like their smaller counterparts, Giant 
Spiders con weave webs of sticky silk that they use to trap their 
prey before eating them. In fact, spider silk is extremely strong 


y*- ' and can even be used to make rope of incredible durability. 
Difficulty The Giant Spider population has shrunk in recent years due to 


human encroachment, 


Size 


Warthog 


Difficulty 


The genealogy of these monstrous boars has been kept 
secret among Goblin tribes for centuries. It is a process 


that involves special breeding, feeding, and shaman 


! magic. Warthogs are so scarce that having more than one 
of these mounts is something only a few Goblin tribes can 
aspire to. Goblins not only use them for riding into battle 
but also to consume all the rubbish and leHover scraps of 
food, thus helping to maintain a clean environment. 
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Gremlin 

Gremlins are small, winged imps, famous for causing 
havoc wherever they go. Gremlins travel in large groups, 
infesting buildings until the occupants either escape in 
fear or die. Gremlins are able to breathe fire, an ability 
inherited from their demon ancestors, but their small 
bodies cannot withstand too much punishment. They are 
very volatile and tend to explode if hit hard enough. 


Stone Idol Titan 

The Mage-Smiths were an order of Aghartian wizards who 
specialized in the creation of powerful artifacts. Most of their 
inventions were objects of common use, such as magical 
clothing or enchanted weapons and armor, but probably their 
most impressive creations were the Titans. These golems of 


| gargantuan proportions were built for defensive purposes, 


but mages were forced to use them in the course of the war 
against the Dark Lords, during which most of them were 
destroyed, 
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Black Knight Golem 


Tais Golem was created using similar techniques to those 


Size 


swolved in the construction of the Titans. However. a 
sumon body was needed to imbue the armor with great 
sower, so Claudia’s father used the corpse of a mute killer 
sod weaved his’soul within the armor to forge this magical 
seing. The Black Knight requires souls in order to function, 
<2 Claudia lures evil creatures so that he may devour them. 
Sespite this, the Block Knight is not evil; the soul of the 
« ler inside the armor hopes for redemption by protecting 
ward, and sees a kindred spiril in the mute daughter of 
“is creator, whom he has eventually grown to love. 


Lycanthrope 
Dark Lord 


"== Dark Lord of the Lycanthropes is the 
s=sonitication of hate and violence. In his 
e=ewoll form he has superhuman strength 
Soa! far grealer than even his mighty 


tdition to his natural abilities, he 

Ss cise use the power of the Cyclone 
Socts: magical relics worn by his human 
-secterpart. With them, he is able to jump 
Sct distances and perform powerful 
—s°52 movements that can tear down 


=== costocies., 








BASICS 





Cornell 

The three founding members of the Brotherhood of 

Light were brave warriors who sacrificed their physical 
bodies in order to become spiritual beings, able to fight 
God's wors against evil. They performed a mystical 

ritual to transform themselves into angelic creatures. 
Their intentions were honorable, but they were deceived 
and their spirits were fractured; their good sides were 
transported to Heaven as angelic beings, while their 
dark sides were left behind. Cornell was the youngest 

of the three, but he was also the strongest. Unlike his 
companions, he rarely used his magic powers, preferring 
to fight using a great sledgehammer that none but he 
could wield. On that fateful night, the spirit of Cornell left 
his body, and all the strength and anger left behind gave 
birth to the Lycanthrope Dark lord. 





Ogre 

The Anubian Giants are an ancient species, as old as the 
Earth itself. This particular Ogre is one of the last of his race 
left in the world. He lives amongst the walls of this deserted 
mountain fortress, waiting for misquided travelers to stumble 
in, so that he can grind their bones to make his bread, 
However, this particular Ogre hasn't had much man flesh for 
quite some time, having to settle for the odd cave troll. Ogres 
have an extremely keen sense of smell and can sniff a man 
from half-a-mile away, making them very successful trackers. 
Fortunately their size and clumsy nature means that their prey 


can often see or hear them coming! 





Chupacabras 

Often portrayed as evil, blood-sucking monsters, the 
Chupacabras only real obsessions are magical relics. When 
in the presence of such artifacts, they do anything to get them. 
However, the Chupacabras are not inherently evil creatures, 
and most of the time, after a short game of hide and seek, will 
return anything they hove stolen. 





Swordmaster 


“The spirit of a brave fighter never dies,” according ta a 
popular saying and, in some places filled with the foul magic 
energy, the soul of a slain warrior doesn’t leave the material 
plane but remains trapped. These restless souls usually cover 
themselves in ragged clothes, maybe as a remnant of their 
living past. Apart from their fighting skills, they have lost all 
vestiges of humanity. 





Crow Witch Malphas 


lt is said that this monster was once a beautiful woman, a Witch who 
inhabited the mountains that surrounded the fortress. During this time 
she fell in love with a Prince who lived in the Keep. Besotted with him, 
she used her powers to concoct potions of love and enchantment so that 
she could have him for herself. Alas, another Witch entrapped him and 
he meta most gruesome end. Mad with grief, Malphas threw herself 
from the top of the tower and landed on the rocks below. Incredibly, she 








survived the fall, though her body was horribly broken. The crows fed 
on her and she on them. Her cries of maddened rage fill the long, dark 





valleys below the fortress and echo around the tower that was once a 


i Ne place of love and hope. 
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Witch Child 

These half human, half bird-like creatures are the progeny 
=the Crow Witch, Malphas. The Witch-children are able 
+> breathe fire and ore extremely volatile, oftentimes dying 
= a blazing explosion. However, like most magically 
symmoned entities, their existence is short-lived and they 
2nd to die naturally a few days alter their “birth.” 





Animated Armor 


Sess empty suits of armor have been given a temporary “life” 
Sez *> “he possession by a poltergeist. They serve the Vampire 
S=4 Lod by patrolling and protecting the castle's halls and 
=-<. The spirit of this poltergeist can move from armor 
- =—=> if it so wishes, though it can take many days for the 
=©*s5 recover when doing so. Once established within a 

== ormor, the poltergeist can travel between dimensions at 
~  ccesing o huge electrical outage that signals an opening 
ees our world and the spirit world, You can tell when 
=== + possessed because o stronge unearthly, reddish 
Se 2conates from within the suit, indicating that its ghostly 
Seas is awake. 
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Ghoul 


Despite most people believing otherwise, Ghouls are nat 
undeod creatures. In fact, their ancestors were human, 
but a diet of corpses and rotten flesh transformed them 
into horrible monsters that dwell in burial grounds 

and cemeteries. Ghouls usually live underground, but 
sometimes venture outside in small groups to scavenge for 
carrion. The vomit of the Ghoul is highly poisonous, but 
can be dispelled using Light Magic. 


Vampire Warrior 

A Vampire can be born from different creatures; the ceremony 
itself involves the exchange of blood between the “host” and 
the soon-to-be Vampire. However, vampirism has to be accepted 
by the recipient, so i) remains exclusive to intelligent creatures. 
The lowest ranked Vompires usually take the form of o creature 
with a batlike appearance. Over the centuries, as they become 
more powerful, Vampires appear more human-like and ore able 
to transform of will from hideous creatures into human form, One 
can usually ascertain the power of o Vampire by its appearance 
ond:any Vampires that appear totally human ore usually 


incredibly powerful and extremely dangerous. These particular 
Vampire. Warriors show the signs of being recently turned. 












Lieutenant Brauner 


This Vampire is a powerful demon, turned by the Dark Lord 
long ago. It is well known that young Vampires are bestial in 
appearance, but as they become stronger, they are able te 
regain human form. Indeed, many of the oldest Vampires are 
mistaken for high-bern aristocracy. However, this creature was 
never human and thus cannot take that form. Rather, he is a 


4; AS spawn of hell, possessing vampiric powers, which make him a 


Difficulty 









formidable foe. 





Commander Olrox 


Another demon-spawned Vampire, he and his younger sibling 
were both inhuman before the Dark Lord found them and turned 
them. In fact, they didn’t belong to this earthly plane at all, 
being lesser nether demons begat in the deepest corners of 
Hell, How they came into our world is still a mystery, but what 


is known is that the Vampire Dark Lord found them and used a 
ARs 


her influence upon them. i a A he. BPs ie 
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Skeleton Warrior Mandragora 


Common ingredients in the creation of magic potions, 
Mandrake Roots are an important resource for alchemists 
and mages the world over. However, the harvesting of 
Mandrake Roots is a dangerous activity; when the root 

is dug up, the plant will scream loudly, killing anyone 
near it. When they are fully grown, Mandrakes become 
Mandragora, sentient beings who survive by draining the 
lite force of nearby creatures. 


The human inhabiiants of the Vampire Castle suffered 

a cruel fate. While most of them changed inte Vampire 
Warriors, a few, mainly those who were the Dark Lord's 
most loyal retainers when she was human, were made into 
Skeleton Warriors by the spell of the Puppeteer. 












Unlike ather beings animated by this magic, the vestiges 
of a once human soul make Skeleton Warriors difficult to 
command and are therefore rarely found in groups greater 


that hwo or three. 


Evil Butcher 


This monster of unknown origin has somehow become the 
“official cook” for the Vampires. The Dark Lord uses the Evil 
Butcher to feed the Ghouls, Wargs, and other creatures that 
live within the castle grounds. 


He carries a huge iron cleaver. He is not really a fighter, but 
is dangerous and skilled with the tools found in his kitchen. He 
needs constant “retueling” in order to maintain his stamina. 





Deadly Toys 

Loura, the “daughter” of the Vampire Lord, has brought these 
puppets info existence using a dark spell of her own making. 
She is able to control these toys and transfer the temporary life 
torce from toy to toy, thus making them very difficult to defeat. 
However, so long as the “spirit” within is defeated, they cannot 
return. Inside the crude stitching is the source of the spell and, 
by opening up the deadly toys, one can destroy the spell: 
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Mechanical 
Monstrosity 


The Vampires were not the first tenants of the castle; the 
previous owner was a scientist known as Friedrich Von 
Frankenstein. He used the caste to conceal his horrific 
experiments into artificial life. The Mechanical Monstrosity was 
one such foray. Frankenstein created this giant scorpion-like 
machine using the brain of a malformed medical experiment 
gone wrong. However, his creature proved difficult to control 
and now rampages through the castle killing anything it can 
gel ils claws into. 


Difficulty 
1 * 
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Carmilla 


The three founding members of the Brotherhood of Light were 


brave warriors who sacrificed their physical bodies in order to 
become spiritual beings, able to fight God’s wars against evil. They 
performed o mystical ritual to transform themselves into angelic 
creatures. Their intenfions were honorable, but they were deceived 
and their spirits were fractured; their good sides were transported to 
Heaven os angelic beings, while their dork sides were left behind. 
The second of the founders, Carmilla, was a highly skilled healer, 
and her talents knew no equal, 


When the Spirit left her body on that fateful night, her love for life 
and her purity were corrupted, giving birth to the Vampire Dark Lord. 
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Headless Burrower 


These undead creatures are the decapitated remains of 
warriors trom the Brotherhood, Necromancer magic has 
reanimated them and they prey on fellow warriors: who bear 
arms for the Brotherhood. Using !heir heads, they can cHtack at 
will biting and tearing their victims. However, il is their bodies 
that ore their weak spot and anyone caught in a bottle with 
Zombie Heads would do well to remember that! 
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Vampire Dark Lord 

Just like the Lyconthrope Dark Lord, the Vampire Queen was 
granted on animal-like manifestation of the dark parts of her 
spirit. It is pitifully ironic that for a healer with such a love for 
lite, she would be transformed into o blood-sucking monster 
that consumes the eneray of living creatures in order to survive 
This Ungodly bat demon uses the Seraph Shoulders to fly and 
can'conjure.up Vampire Warriors at will from anywhere in the 
castle to do her bidding. 


a 





Scarecrow 


The Scarecrows are magical constructs of the Crow Witch 
Malphas that attack and kill anything that moves. Malphas 
created the Scarecrows fo keep Baba Yoge under her watchful 
eye anc, where possible, to nullify her power by restricting her 
movements. |he Scarecrows are roused by the birds, which 
follow the evil Crow Witch's bidding. The scarecrows are 
extremely tast and attack with razor-sharp scythes. 
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Creeping Corpse Creeping Coffin 
There is a strange, magical root that only grows in the Sometimes, a Creeping Corpse feeds directly from a dead 
land of the dead, which feeds on the carcasses of the body still in its coffin; insuch cases, the plan! doesn’! 
dead creatures. This plant consumes all of the organic leave bul instead uses the coffin as armor. For mobility, 
material around it and, after itis satisfied, evolves from the creature plunges its branches through the sides of the 
the corpses it has ingested to become a living being. coffin and extends them, becoming a four-legged monster 
Once fully grown, the creeping corpse looks for living that’s even more dangerous than usual, 


creatures to devour. 


The Silver Warrior 


Pan, once revered as o God, rarely changes into this form, 
preferring peace to protect all living things. The magical silver 
armor is a remnant of ancient times, a tool used for lighting 
the forces of evil. It hasn’t been worn for centuries. Now, out 
of necessity, Pon adorns his body in this ancient armor to test 
Gabriel one final time. Pan puts his trust in God, tor no knight 
that is false can survive the test of arms. The loser provides the 


ullimate sacrifice, according to God's will. 





Zombie 

Zombies are the mos! basic creations of o master Necromancer 
and form the rank and tile of the Lord of the Dead's army, 
These reanimated corpses are an amalgam of ditferent body 
parts, sewn together ina rough humanoid shape, $0 If is 

not uncommon to see Zombies with more than one head or 
multiple arms. Zombie carcasses are very fragile and weak, 

so they usually attack in large groups, using their numbers to 
overwhelm an enemy. 























Gravedigger 

The Necromancers had to keep o constant supply of corpses 
in order to build their army of the undead. To sustain the 
immense cemeteries where all these bodies were kept, the 
Necromancers relied on the Grovedigger, an enslaved, 
nameless demon mutoled and empowered with the tainted 
magic of these evil sorcerers. The Gravedigger uses a giant 
shovel to exhume the dead, and this also makes a formidablg 
weapon in combat. 








ts 
Difficulty 

Reaper Necromancer 

Only powerful sorcerers can summon ond control Necromancy is the most evil of all the schools of magic 

these dangerous spirits. The Reapers are a corporeal ond can only be performed by the followers of the Dark 

manifestation of Death itself; their aspect depends on Lord of the Dead. Unlike vampirism and lycanthropy, the 

the beliefs of those who: confront them, but most people powers necessary to contro! the energies of the deceased 

perceive the Reapers as skeletal figures with long tunics, are not easily acquired. The Dark Lord only shares a small 

wielding large scythes. part of his power with his followers, who themselves must 


die in order fo use the abilities given fo tham. Once dead, 
they cecome his thralls and their master is able to. control 
them with his own considerable power. 


Dracolich Titan 


Necromancers are evil wizards who can control the dead with dark powers. The most 
common belief is that this power is limited to deceased humans but, in fact, 

it encompasses all dead creatures, as demonstrated by this monster, the py" 
reanimated carcass of a Dragon. This massive creature, o remnant : 
of our pre-historic past, died long before the Necromancers came 
to this land and was buried under tons of rock, eventually 
becoming fossil, 















When the Dark Lord built his fortress in this desolate 
land, he discovered the carcass and reconstructed it 
using magical runes to bind evil spirits to the ancient 
bones. Should the necessity arise, this monster is 

able to perform one lost duty for its master. 


i> Satan 

| The reol mastermind behind these events, 
the fallen angel Satan was cast down 

to Earth os punishment for his rebellion 
against God. Satan has been searching 
tor a way to re-enter Heaven and crush 
the Almighty once and for all. The God 
Mask is said to bestow a power that is 
supposed to be a key to God himself: a 
power that makes its wearer God's vassal 
on Earth, and Satan has manipulated 
Zobek and the other Lords of Shadow to 
acquire it for his own means. 


Satan has unimaginable power to wield 
on this Eorth, and can use both Light and 
Shadow energy to casl destructive spells 
or summon demonic 
Reapers from other 
planes. However, he is 
not able to command 
his full strength while 
chained to the earthly 
plane, ond thus remains 
weakened agains! 
Heaven's chosen, 
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creatgres of the night. He designed the stake attachment, 
Cross the nickname “Vampire Killer.” 
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Direct Attack Area Attack 










@/® 2/0 
A bosic direct chain attack. Will only hit enemies  Abosic oreo effect chain attack. Will hit all se the currently selected secondary weapon 
| directly in front of you. _ nearby enemies around you. by pressing the @/'G@ button. Switch between 
_ available secondary weapons with the directional 
__ buttons. | 





_ Abosic jump. Combine this move with other Press and hold the 88/4 button to block enemy Press theGt/‘a@) button ot exactly the right time 
i" attacks to perform aerial combos. - oftacks. Unblock able attacks ore indicated with o fo synchronize your block. When performed 
* __ bright warming flash. correctly, the enemy will be stunned for a few 
’ moments, 7 








+ © /@ + Left analog stick 


' While blocking 8/3 use the left stick ie orale 





Rappel & Climbing 





You can navigate vertical surfaces using the 
Combat Cross. Press 08/2 to interact with o 
shining Grip Point and then use the left stick ta 

move. Pressing @//€9 or @/@ will kick away 
| ram he srfce and pressing @/@ wil tg 
_ from the Grip and allow you te jump away. 











_ Stomp Grab & Interact 
Hold + 3/+Q 


Similar to dodge, but performed white airborne, Press the 08/'E\ button to grab enemies or 

this is ¢ good defense agains! enemies who _ interect with a glowing object, Small enemies can 

attack you while in the air. Landing back on the be thrown against other foes by moving the lef 

ground can also knock back smaller enemies stick in the desired direction while performing 
surrounding you. 1s ‘grab oction. 








Combat Focus Experience Points 














The combat focus is on ancient technique Experience points measure the progression 


from the Brotherhood of Light. Once fully of you skill in the game. Points are earned 

focused, o capable warrior con extract by defeating enemies and solving puzzles, 
Neutral Elemental Orbs from his enemies (Usage) The number beneath the Health 
offer each successful hit. (Usage) The Bar indicates the amount of Experience 

‘combat focus meter is eid when you fight points available to spend. This will glow 


well; use varied attacks and avoid being when you con buy o new combo from the 

hit. Lock of combat will slowly decrensa the Travel Book. You can spend Experience 
_meter and magic use will pouse it. Epeiene Exiros Nenu to unlock bonus 
‘ ifures. 
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ADVANCED MOVES 


i 
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Direct Attack « Combo 


_ Rica Attack CONDO 





| _ Alink series of direct attacks. The last hit of the A linked series of area attacks. Less powerful 


This direct attack will lift up smaller enemies in 
sequence is o block breaker, ond will expose on than o direct attack, but very useful for crowd front of you, allowing additional attacks to be 
' enemy to further attacks. ' control. Ri cenbinsd with it. 










_ Somersault 








! 6+4/0+0 
This orea attack will lift up all surrounding = While blocking 8/0 vse the jump 3/O 
‘smaller enemies, allowing additional attacks to to leap over and land behind on enemy. 
’ be combined with it. < Mecessary relics): Cyclone | Boots) 
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| _ Guillotine passe | 










, Hold @/@ : Hold e/0 
Press and hold the @/€9 button while Press and Hold the @/@@ button while Press the 08/2 button while thorns to 
airborne to use this direct attack as 0 airborne to use this orea attack as a ~ grab an enemy and pull them into the air. 
finisher in any aerial attack sequence. You finisher in any cerial attack sequence. Combine this with further aerial atfacks to 
| chain will smash down on any enemies Your chain vil sweep around ond hit any extend the combo, This attack only works 
_ in front of you os you land. Good for “enemies oround you as you land, on smaller enemies. } 
- dispersing ground-bosed enemies! Hold the ————— 
-® button longer to perform an upward 
blow after landing the Guillotine. 





BASICS 


Downward Punch me 





_ If you ore airborne with an enemy in the Press the @/f2 button while cirborne to Im immediately after a synchronized block, 

oir nearby, pr ft the (2/2 button to blast _ grab on enemy and launch into them with you can unleashed o devastating area 

t ‘, ae to the floor below ae a downward kick. This attack only works on "counter attack that affects surrounding 
t lager e enemies. L enemies. 


Ya 












_ Direct iis Combo Final | Chain Barrier Upgrade 








| Circular Chain . 





Hold @/@, @/@ x 9 Hold @/O, @/@ @/0, ©/@, 2/0 
Press and hold the @/€9 button to start a Pressing and hold the @/@® button to start A combination attack useful in many 
sequence of heavy direct attacks. Repeated a sequence of heavy area attacks. You can _ different battle situations. It begins with 
— @/@ button presses adds further hits to control the direction of the attacks during a direct attack, closely followed by two 
the combo. This upgrade adds a final blow the combo with the left stick. Enemies in orea attacks. Use this to attack an enemy 
to the combo sequence that's also a block _ front and behind can be hit with this series _diredtly while keeping others at hay. 
breaker, of chain attacks, too. With this upgrade, 


_ you can finish the combo sequence at any 
- time with a second press of @/@, whic 
performs a massive final hit that’s also a. 
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Chain Saw — Gtound Cutter _ = at Somersault Strike 

















©/@, ©/@, Hold @/@ 





® /@, Hold @/0, @/6 : 
Shred any enemy in front of you with This variation of the Chain Sow attack con After leaping over enemies using a 
this chain spin attack. Holding the @/€ be used al the end of an aerial combo - Somersault, immediately press @/€9 three 
button of the end of the combo extends the sequence. Press the @/€ button while times to attack them from behind before 
- duration of the s spin. in the air, the press and hold the @/ they con react. Neressay relic(s): Cyclone 
"button a second time. Make sure you are _ Boots, Dark Gaunt he 


_ holding the button down as you land. 
- Finally, pr i the @/€ button one lost 
time to unch forwards into enemies with o 
ies chain attack, — 









SECONDARY WEAPONS 





| Throwing Daggers _Explosive Daggers 





Hold @ /® 
With the Daggers selected, press the @/@ With Shadow Magic active, Dagger will Press ond hold the @/ © button to 
button to throw one towards on enemy. You explode on impact. Some switches can be _ throw multiple Daggers al one time. 
can manually aim the throw by pushing the activated from a distance using Explosive You con throw a maximum of 5 Daggers 
left stick in the desired direction. Daggers Daggers. (Necessary relic(s): Shadow L ‘simultaneously. 
ore particulurly effective against lesser 
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| Light Fairies | 
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| Fairies | 








Hold @ /'@ 


With the Dark Crystal selected, press and hold With the fairies selected, press the @/@ 
the @/@ button to destroy if, releasing 


With Light Magic active, Fairies will explode 
button to release one against the nearest on contact with the enemy. This explosion 


__ the demon contained inside. This Secondary enemy. Additional fairies can be released _ deals a great amount of domage and can 
Weapon requires four crystal shards fused by pressing @/@ again. Fairies will home be fatal to some enemies. However, foiries 
together, but is powerful enough to annihilate 


in-on their target ond con distract certain 


- will also perish in the attack. (Necessary 
enemies, allowing you time to execute 


most enemies around you, and will seriou 





-relie(s): Light Magic. ; 
damage even the most massive and devastoting attack on them. Fairies are . ; 
of foes. The energy within 0 complete Dark very fragile and will die after one use. The 
Crystal can be used to power cerlain ancient magical forces that animate the fairies con 





| Bares ae _— | 


be used to reactivate certain ancient devices. 


Holy Water Flasks 





With the Holy Water Flask selected, press @/@ to throw | 
one af the nearest enemy. Using this weapon while airborne 
will throw it directly downwards. Holy Water is particularly 

peal against Vampires and the Undead, 


With Light Henan active, re euiny: qd a Hol Water Flask will 
create a magical barrier around you, which con deflect 
many enemy tices while still allowing you to move and 
fight normall 
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Ride Horse 


AWtacks 


r Press @/@ to attack the Wargs. Press @/@ to attack 


“the Lycanthrope riders. Both attacks can be aimed left 
or right with the left stick. 


Dodge 
p) Press ond hold &/@) button and press the left stick to 


either side in order to dodge incoming attacks from 
Lycans. 


BASICS 
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Ride Spider 


Mount 


P ) Press the @/& button while the Spider is stunned to 
—_—s mount it: 


) Attacks 


P ) Press © /@ to perform a melee attack. Press @/@ to 


perform a ranged attack, 


Special Abilities 
Pp) Spiders can use their web to interact with the world 
— "around them, Press ®/@ to use the web on a glowing 
interactive object. 


Dismount 


P) Press and hold the @ and 6/0 and @ buttons at the 


* same time to dismount and kill the Spider. 


—— 





Ride Warg 


| Mount 


Press the &/'& button while the Warg is stunned te 


mount if. 


Special Abilities 


Wargs can jump further and climb better than hu 
To Jump, further double-tap the left stick in the de 


direction and then press @/@ when you reach the ed 
> climb, simply press @/@ next to the glowing surfaces. 


mans. 


ired 
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BASICS 


Attacks 


= 


- J Press @/@ to slash with the claws. Press and hold 
— © /@ to charge a bite attack, release the button to attack. 


) Dismount 


Press and hold the B and @/@ and bultons at the 
same time to dismount to dismount and kill the Warg. 














Ride Warthog 


) Mount 


, ) Press the (8/@ button while the Warthog is stunned to 


—— mount it. 


) Special Abilities 


r ) Warthogs can be used as a battering ram. Press and 
hold the left stick in the direction of the target and 
charge against it. 





Attacks 


Pp ) Press @/@ or @/@ to perform melee attacks. Push the 


"left stick towards enemies to charge into them 


-Dismount 


r ) Press and hold the @ and ©/@ and @ buttons at 


the same time to dismount to dismount and kill the 
Warthog. 
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Ride Troll 


Mount 


cs 







i 


‘ ) Press the @/G& button while the troll is stunned to 
mount it. 


Hi ifacks 


ae 


p ) Press @/@ or @/@ to perform melee attacks. 


i 


) Special Abilities 


= ) Trolls can use their mighty blows to smash heavy 
_ obstacles. Move neor to the glowing obstacle and 
press @/©@ or @/@ to attack it. 


—=— 


“- cs Gee aS Dismount 


p ) Press and hold the @ ond @/@ ond G buttons at the 
—*" same time to dismount to dismount and kill the Troll. 
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RELIC POWERS 


Attacks made while Light Magic is active will replenish Attacks made while Shadow Magic is active will inflict 
your health, at the cost of Light Magic energy. 









more damage, at the cos? of Sh 


adow Magic energy. 


































Usage: @/ 5 Usoge: @/@ 


Press the @/ J to activate or deactivate your Light Magic powers. 


Press the O8/(@] to activate or deactivate your Shadaw Mogic powers. 


Magit energy absorption: ©/@ 


Magic energy absorption: @/@ 





Press ond hold the ©/¢ bution to gather surrounding Neutral Elemental Press ond hold the ®/ button to gather surrounding Neutral Elemental 
Orbs into your Light Magic Container, Orbs into your Light Magic Container, You can collect both types of magic 
___ types of magic-at the same time, pressing both sticks together, 


Relic Moves List 





i= 
___Earthquake Punch __ 






: Tremor Punch 





0/0 + Hold @/@ : 6/@ + Hold @/@ 
A powerful forward punch. Charge up by holding Powerful downwards punch. Charge it up by Double-top the left stick to perform a sprint. 
the © ond @/a@ and € buttons until your holding the © ond @/ and @ buttons until _ While you ore sprinting, you can jump longer 
Dark Gauntlet glows red, then releuse for extra your Dork Gauntlet glows red, then release for _ distances. (Necessary Relic(s): Cyclone Boots) 
devastation. This attack can knock hack enemies extra range ond power, This attack con knock 
in front of you, or even kill them in one shot. bock enemies surrounding you, or even kill them 
The Tremor Punch can also activate certain in one shot. The Earthquake Punch can alse 
mechanical switches. (Necessary Relie(s}: Dark activate certain mechanical switches. (Necessary 
 Gounilet) _ Relic(s): Dork Gauntlet) 
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Shoulder Charge 





__ Flame Dragontail | 


____ Double Jump 
B/o+o/o 








Hold 8/3 + Left Stick 





With Shadow Magic active, you con power Dork Gauntlet ossisted uppercut. This attack Tapping the jump button twice in quick succession 

up your charge into on attacking move. The will lift up many nearby enemies, allowing you will allow you fo jump again in mid-oir. Use it 

shoulder charge can olso be used to smash fo continuing the combo with additional aerial _ fo reach new heights or change the trajectory 

through weakened doors and walls. Check for the _ moves. (Necessary Relic(s): Cyclone Boots + Dark | of your jump. (Necessary Relic(s): Seraph 
telltale sign of falling dust ond debris. (Necessary Gauntlet) ~ Shoulders) 


Relic(s): Cyclone Boots + Shadow Magic) 














/ 


With Light Magic active, o double jump will 
unleash beams of Light energy around you. 
The first ottock mode against a blinded enemy 
inflicts bonus damage, bul removes the effect. 
(Necessary Relic(s): Seraph Shoulders + Light 
Magic) 





___Landslide Punch _ 
© / + Hold @ / 


While you ore cirborne, use this alfack to swoop 


back down to the ground with a huge Dark 
Gountlet punch. Press ond hold the 03/0) ond 
the @/€9 buttons, charge the Gauntlet for os 
long os you con, ond the release fo set off the 
ottock. (Necessary Relic(s): Dork Gauntlet) 


! 








@/@, Hold 8/@ 


With Shadow Magic active this combo creates 

a flaming vortex of Shadow energy from you 
Combat Cross. This fire is extremely deadly, but 
you will be roofed to the spot while you use il 
and if connot be odjusted mid-streom, so line 
up your enemy carefully. (Necessary Relic(s): 
Shadow Magic) 


___HolyJump i? 











_ Shadow Flames i 
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© x26/0,8/6 


Finish off your sprint with o blost attack. 
Dowble-top the left stick and then press @/@p 
followed by @//€ when you ore close to your 


Sprint Th 


' enemy. The closer you get fo your forget the 
__ more effective this attock will be, offen knocking 


even the mightiest foe to the ground. (Necessary 


_ Relicts): Cyclone Boots) 


Avalanche Punch 
@/@+ Hold @/O 


While you ore airborne, use this attack to throw 
o wove of Dork Gountlet power downwards. 
Nearby smaller enemies will be lifted into the 
oir, allowing you to continue the combo with 
further ottocks. Press and hold the (5/0 and 


the @/@ buttons, charge the Gauntlet for os 


long as you con, ond then release to set off the 
attack. (Necessory Relic(s): Dork Gountlet) 






____ Flame Claws 
©x.26/@ 
several cows of damaging Shadow Mogic energy 


lowords your enemy. With your Shadow Mogic 
active, Double top the left stick to begin the 


_ sprint, then press the @/€9 button ot any time 
to use the Flame Claws. (Necessary Relicts): 


Shadow Magic, Dork Gauntlet, Cyclone Boots) 





Use the Dark Gountlet while sprinting to throw 


BASICS 





Light Flash __| 


A synchronized block while Light Magic is active 
will detonate o flosh of mogical light that will 
_ blind nearby enemies. The first ottock mode 
_ against o blinded enemy inflicts bonus damage, 
| but removes the effect. (Mecessary Relic(s): Light 
| Magic) 











Erosive Chains 


a — a 


®/®, Hold @ /@ 


With Light Magic active, this combo extends o 
coge of whirling chains around you. The cone 
drows surrounding enemies into it, while also 
domaging them and replenishing you heolth. 
(Necessary Relic(s): Light Magic) 
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| __—‘Upward Guillotine 


®/6,3/@Q x72 


Using the Seraph Shoulders to double jump this 
atfock con lift enemies in front of you much 
higher into the cir than the Rising strike combo, 
__ reoting more time fo perform additional attacks 
on them. (Necessary Relic(s}: Seraph Shoulders) 


















_ Whirlwind Flap. 


8/0, 2/0 x2 


Using the Seraph Shoulders to double jump this 
otfock con liff enemies all around you much 
higher into the oir than the Rising Assault combo, 
ge ‘eating more time to perform additional attacks 
_ on them, (Necessary Relic(s): Seraph Shoulders) 
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Holy Cross _ 
®/@, Hold &/@ 


With Light Magic active, this combo creates 

a dazzling blaze of light energy from your 

Combat Cross. This glare con blind and damage 

any enemy cought in its beams, but you will be 

rooted fo the spot while you use it, so select you 
_ forget corefully. (Necessary Relic(s): Light Magic) 
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____ Ultimate Light 


Hold © / a, @ 














Press ond hold the 08,//a2) button to octivate 
the Ultimate Light Mode. While you ore in this 
stote you will spin constantly, otfecking ony 
surrounding enemies. You can use the left stick 
to oim the spin in order fo deal the moximum 
amount of damage. However, be-oware of your 
_ Light Magic supplies! (Hlecessory Relie(s): Light 
Magic) 


















Air Wave Flap” 


a 


© /a, Hold ©/0,8/O 





After lifting enemies into the air with a Dark 
Gountie! uppercut, you con flop the Seraph 
Shoulders to repel them oway from you with 
this combo. Good when surrounded or in a tight 
spot to buy time! (Necessary Relicts): Seraph 
Shoulders, Dark Gauntlet) 
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_ Exploding Quake 





 ® /€, Hold @/@ x 2, Hold ©/@ 


With Shadow Magic active you con call forth 

a series of fiery explosions from the earth 
beneath you enemy's feet. The final eruption will 
release o larger shockwave against all nearby 
enemies, Top the @/@9 button, then press 

and hold the @/'@) button until you smash 

the Combat Cross against the floor to start the 
combo. Each subsequent @,/€) press will create 
and additional explosion, climaxing with o final 
press ond hold of the @/@P button the lost 
devastating attack. (Necessary Relic(s): Shadow 
Magic) 
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Press ond hold the G0, button to activate 
the Ultimate Shadow mode. While in this state, 
the lel stick will moke the character perform 
powerful charge movements in the desired 
direction. (Necessary Relic(s): Shadow Magic) 
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LEVER OnE: 
BESIEGED 
VILLAGE 


A storm is coming. Mankind faces ruin and despair. The 
world is changing, yet hope remains in the hearts of 

the people, We go about our daily lives never knowing 
the forces that can change our destinies forever; we are 
oblivious, ignorant like sheep to the slaughter. This night 


in the year of our Lord 1047, marks the beginning of our 


journey together; a journey into darkness, into madness. | 


watch him from the shadows. Is he the one? He has come 
far already but he will be tested; tested to the very limits 

of human endurance...and beyond. This night he rides 
looking for the old gods, armed with an amulet that has led 


him here; tonight he will begin his journey into oblivion. 


\lonsters 


t Lesser Lycaulnr ed + Great Wor 
"Relics: es = ~ oe 


=== 


# Silver Daggers 
‘Unlockable Trial a 


a 


+ Finish the level, defeating the Great Mra ith ot least one 
surviving villoger : : 





Walkthrough 


~ \) Battle the Lesser Lycanthropes | - -' 


DA, To conquer the Lycanthrepes in the sodden village, read the many introductory tips carefully and put them into action, 
Practice your Direct and Area Attacks as well as combinations of these two while also throwing jumps into the mix for a 
olethora of attack combinations. 


HEALTH FONT 


=o* for and use the Health Font with its glowing green energy vapors found to 


“= eft of the gate. Walk up to the healing statue and press the Grip/Use button 
= sccept its gift of life. 


SILVER DAGGERS 


-cotinue the battle with the pack of Lycanthropes while experimenting with 
> ous attack combinations. Notice that the Lycanthropes begin dropping Silver 
Deggers. Daggers can also be found by breaking various objects. Currently you 


==> anly hold five Daggers at a time, which is the amount of one dagger pickup. 


= 


= cb them before they disappear. A successfully thrown dagger can completely 


= inate one Lycanthrope. 


GRAB ATTACKS 


“wo targeting halos appear around your enemies when you Grab them. Hold them 
the outer ring enters the center ring. Once the outer ring is enclosed inside 
~< center ring you can press any button to unleash a Grab attack on your enemy. 
-oce you have them, you can use the left stick to throw them in any direction 
“icting major damage. 


TRAVEL BOOK 


Sson you are prompted to check out your Travel Book. You use this book 
>ccessed by pressing the SELECT or BACK) to buy new combat moves and 
=ailities. It also holds information about Castlevania and its inhabitants. You can 
-cend some hard-earned Experience points on a new move now. 
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Boss Battle: 
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aalty jaws Boshing dswie on you as it thas? you A down 

to the. ground, Quickly ond repeatedly press iemetiieta 4 button - 
indicated on screen to escape its hold. The button for this type. (us 
of mini- ‘game. changes eachtime.- 








As soon as you break free from the Warg's maw, come up 
swinging to issue some damage | before the: enemy is ready to : 
attack again. Block when the Great Warg swings its mighty 
claws. Block and Dodge when the beast glows with a bright 
light. The very moment after-o dodge is the best time io attack; 
you will be beside or behind the enemy. 


Continue to dodge every attack the beast throws at you, then 
attack with various combos. Wear the beast down until its: 
health is emptied |the boss's health appears in a bar in the top: 
right corner). The Great Warg retreats for a short time, toking: a 
“position on a nearby boulder. He is prepared) to iE ouBeS again 
Siimeutelutcis round. 


A large post lying in the mud at Gabriel's teet glows with 
attention-getting effervescence. As soon i control returns to 
you, Grab the post at your feet and position it towards the 
leaping Great Warg so that the beast impales itself Upon it =a eae, ania ee 
This quickly ends the battle and the Great Worg’s life. a > Se) ANT ee 
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QUEST REVEALED 


a ee Laat 
a > 


=*er the battle is won, Gabriel speaks with a rattled He Tay 
ager. You explain thal you are seeking the Guardian eat gen le 

>* the Lake and reveal a glowing amulet. The villager iy ae ‘ 

: you he will find you in the forest. . sft | 





“ ‘Ran Teses 


ri 


af] 
Pele lire I a 


Level Completion _) i = 


7 
} 


» ) At the end of each level you receive stats from 
"the Travel Book. Here you can review what 
difficulty mode the level was completed in, what 
oe of monsters were defeated, what kind of relics 
~ere found, and how many Experience points you 
srrently hove. 


“Newly unlocked Artwork is also noted. It can be 


awed in the Extras section of the Main Menu. You Heath st, eisai 


SW Ve aries eee SIT hk a 
sow hove another opportunity to purchase new skills 


‘srough the Travel Book. If you continue your quest, 

he World Map is revealed. By reselecting the previous 
avel completed you can discover new Trial Unlocks. By 
‘sturning to: previously visited levels you can try to beal 
sew challenges to reach 100% completion. 





LEVEL CWO: 
HUNCING PACH 


| follow him into the old forest watching him from afar, 


he is strong indeed. The one God comes to drive out the 
many but here, in this place, God’s influence is thin and 
threadbare. The old gods still hold sway here. Few venture 
this far into the wood. He is disturbed by dreams, dreams 
that gnaw at his very soul. He will rest for the night, but 
rest will not come easy. The battle has left him weakened. 
He knows the dream will return, and though he fears 
nothing on this Earth, his nightmares sap the strength 
within him and leave a cold grip on his heart. Tomorrow he 
will use the old hunting path, long has it been in disuse, but 


for now... he dreams. 


Monsters 





+ Lesser Lyconthrope 
Hidden Items 

+ 1 Life Magic Gem 
Unlockable Trial 

; Finish the level after kill r a} least 50 Gob ling, 
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Walkthrough 


First Horseback Forest Battle 








BE *, Waking trom a dream concerning his departed wile Marie, Gabriel is 





approached by a magical talking horse. Soon they are racing through the 
forest together being closely pursued by Wargs and Lycanthrope riders. 


Use normal attack and dodge maneuvers to battle the enemies as they approach 
you on either side. Direct Attacks damage Worgs while Area Attacks damage 
the Lycanthrope riders. Inevitably, you'll be knocked to the ground. No matter 
how long you stay mounted, you always end up in the same section of forest. 


, = 3 - iis : 


WOUNDED LYCANTHROPE 


During the chase sequence, you can jump mounts. Once a Lycanthrope is 





wounded, press the Grab button while the Lycanthrope is glowing to climb 
on the Warg and finish its rider. 





Forest Path Luncanthrope Battle. 


>) Battle the Lycanthropes while walking back [towards the camera). 
: Inspect the jeft side of the pathway to find a defeated knight lying on 
the ground. Grab the Life Magic Gem from his body. This is sadly 
the only Magic Gem in this level. You need five of these to fill a Life Gem 
Medallion, which increases the capacity of your life bar. You can find four 
more in the next level. 


oe = 


ees DIRECT COUNTERSTRIKE 


Presy.c ene * 

While battling the pack of Lycanthropes practice your newly discovered skill: 
Direct Counterstrikes. The first step is to block just as the enemy is striking you. 
After performing o synchronized block press the Direct Attack button three 
times quickly to unleash ao devastating counterattack. 





ai TY 


>) Second Horseback Forest Battle 


) During the second horseback chollence you cre again contronted with lycanthrope riders on gallopins 








continue this challenge segment as long cs you wish. You'll have opportunities to execute kills with the *o- 
but, eventually you fall from your horse into the second forest clearing. 


oS = - —— 






>>) Second Forest Clearing 
| 


| f } As soon os you begin the battle with the Great Warg 
; | and lyconthropes in the second forest clearing, 


| rush over to the Health Font on the right side of the 
| path. Fully recover your health, then start taking out the 
| ie enemies. The cursed beasts don't mess with you while you 
replenish health from a Health Font. Moke full use of your new 
Direct Counterstrike ability while laying waste to Lyconthropes 
using daggers. 


After defeating the pack of enemies in the second clearing, 
your horse once again rides out of the forest thickness to rescue 
you at a moment of despair. With Great Wargs nipping at 

your heels, you quickly close in on two Great Wargs blocking 





a broken earthen bridge ahead. Your magic horse makes 

the death defying leap over the gorge, disappears midflight 
leaving just enough velocity for you to land on your feet on the 
other side. 


—— Ne OO eee 


EXPERTENCE POINTS 


At this point you should have accumulated a decent 








amount of EXP. Be sure to check the Travel Book every 
once in a while for new combos and movements to 


spend these points on. 











LEVEL CHREE: 


Che DEAD BOG 


yne again with only his thoughts as company, he 
ontinues on his journey to find the one he seeks. Who 
- what was the strange creature? There is a power here 
at few know, a power that could have some influence on 
ents. Perhaps the guardian of the lake is aware of him 
sow and offers aid in his quest? There is just the small 
=atter of the Dead Bog to overcome, a place that has 


2imed the lives of many of the Brotherhood. The smell 


- death is strong here and danger lies around every corner, 


sat nothing will stop him...nothing will stand in his way. 


—_—= eee eto 
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Monsters 
¢ Goblins 


Relics a 
+ Hook Tip 

Hidden Items 
¢ 4 Life Magic Gems 


Weapon Upgrade 
i Dagger Upgrade + 5 


Unlockable Trial 
STS 


: re 

| 9 L ig : 

~ EE al 5 ' a ay — 
- J it Ba . ki TT 

_ all om; here a= 


1 LE lk oe | fp 














Walkthrough 


>) Chrough the Chickets 


Push through the narrow, thicket-laden canyon, to find a fallen 
knight's corpse on the left os you reach the first clearing. Grab the 
Life Magic Gem from the knight. Just yards away is another knight 

lying flat on the ground. Grab the Brotherhood Knight Seroll from his 
corpse. You can read this seroll in the Travel Book. The knight warns of the 
beasts in the bog water, and grants you his knowledge to avoid them. 














Use the ledges near the second dead knight to navigate around the 
obstruction. Push around the corner and leap to the final piece of ledge. Drop 
down into the next clearing. 





# 


Kobtin Bombs 





You-_are instructed on how to pick up and throw back Goblin bombs 
when you reach the second clearing. Basically, you stand over a 
thrown bomb and grab it. The throw is automatic, The smal! Goblin 
bestiary is unlocked after slaying your first small Goblin. Goblins ore just 
about as tough as Lycanthropes and they can throw bombs. You can make 
a Goblin drop a bomb by grabbing them and pressing any bution when the 
white targeting rings glow in the center ring. This causes the Goblin to crap 
a bomb, so make sure to pick it up quickly and toss it back...or if you aren't 


going to use it, make sure to clear away fo avoid the explosion. 


The last Goblin appears in a cinematic. You hit him with a knife throw, whice 
pushes him into the bog water. A small Naiad bubbles beneath the surt 


and reaches up and grabs the unsuspecting Goblin. The Noiad bestiory -ow 
appears in your Travel Book. 
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: = 
Crossing Bog Water: 
>) Noxious Poison & the Naiad 
> ) The next task that lies before you is crossing the 


Naiad infested bog water. Before you just jump in 
headfirst, look closely at the bog water. Notice the dark 






areas of the green bog water. The darker, fog-free area of 
>2 water is your target pathway. You can walk through this 


2sa to your target platform without taking poison damage. 
=-wever, this area is usually home to a few Naiads. The foggy 
=-205 of the water are poison clouds. You can only survive for 
= short time walking through these toxic areas. Your life bar 

-=skes, then begins to drain if you remain in the noxious areas 


=the water. 


==» close attention to the water effects in the bog: you usually 
ave time to escape a Naiad if you walk through disturbed, 
~ovy tipples; however, if you walk through bubbly water you 
=o- pretty much count on a nasty encounter with the Noiads. 
-: not over if grabbed by o Naiad; if you can hit the beast 
~-=n the center target ring glows white, then you can kill the 
“ciad and safely move on. 






= — —_ =— 


>) First Bog Fork 

» ) The first clear path through the bog water leads you to a small islend jn the middle of the poisonous lake. From here you 

i” can cross a shallow area on the right and follow the stone stairs of down the right fork, or poss through the dark green bog 
water path on the left to reach a Health Font and a left fork path. These paths eventually meet and Life Magic Gems can 

s2 found down each path, so doubling back before you reach o point of no return is required fo get all he Magic Gems. A Life 


Mogic Gem con be found on a small rock platform in the bog water down the lett path. 





© -cu toke a right at the fork mentioned above, after dropping off the second pathway drop ledge, double back along the right side 
—= voy can find a cave. Inside the cave is a dead knight with a Life Magic Gem. Prepare to fight Goblins; they follow you into 


—_ —_ 


=e ore. 





When you reach the Goblin camp with the large deca 
irae, use or bounce two Goblin bombs at the rote 
trae. With two successtul bomb attacks, the tree Falls 


over and creates a bridge to the next orea. 


Find the Scroll on the dead knight on the first small island 
in the bog water beyond the tree bridge. This describes the 
mausoleum with a secret relic inside. 


BOMB BLOGK BREAKERS 


Gob grenades are normally obstruction breakers. If you 


perform a synchronized block on a thrown grenade, the 


grenade is deflected to the highest valued target in the 


nearby environment. 


Che Last Fork 
) before Mausoleum 


_J Continue to follow the bog and you'll reach one last 
fork before a set of stairs that lead upward to a hill 
on the left. You'll encounter more Goblins atl the foot of 
these stairs. Lead the Goblins down the right fork and battle 
the Goblins neor the Health Font. When all is clear, return fo 
climb the stairs to the mausoleum on the hill. 





Mausoleum 


i 


P y, Circle around to the lett side of the 


mausoleum at the end of the bog. Here 
you'll find ledges to climb to reach the 
broken rooftop. In a cinematic, you jump into the 
=ausoleum through the hole in the root. Approach 
‘se altar inside to claim the Hook Tip enhancement 
‘ar your Combat Cross. 
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The articulated metal tip can be used to grip objects and enemies from 
a distance, giving the Combat Cross the properties of a grappling hook. 
This also allows the wielder to climb, rappel and swing around the 
environments when combined with the Combat Crass. 


Use the Combat Cross to grapple onto the shiny Grip Point above the 
ound window in the back of the mausoleum. Climb up the rope until 
you are at equal height as the window, then use either atfack button to 
bust through the window. This begins a boss battle out in the connecting 
graveyard. 


















The-cracture that's been following you through the bog has now 
cough! wp fo you in the graveyard behind the mausoleum. The 
Swamp Troll is an enormous creoture and a rare subspecies of 
the larger Cave Troll. Although similar in appearance to their 
Gry land cousins, the thick fur hos been replaced with a slimy 














coating. Swamp Trolls are ferocious in battle and display a 
cunning that belies their oufword appearance. 


ee | “A 


FLYING KICK 
Purchasing 
Flying Kick 
before 

starting this 
battle. Press 

the Grab 

button while 
airborne 

to grab an 

enemy and launch into them with a downward kick. 


This attack only works on larger enemies. 


The Swamp Troll uses the many statues around the graveyard 

os weapons. It-can ciso create'a ground shockwave that con 

damage you at long distances if you are on the ground at the 
iime of the attack. Jump into the air to avoid this attacks. 


Use Flying Kick attacks wifh any combination of attacks: you are 


| comfortable with: Be sure to Dodge to weaken the Swamp Troll. 
When its health is almost depleted, it becomes stunned for a 
short fime. When this happens it glows a bright white. This is 
your cue to approach it and use a grab move. Successfully hit 
| the crealure three times in crow as the targeting rings oppear 
in three consecutive mini-game sequences. Each successtul hit 


results in a bone-crunching knee kick to the beast’s head. 


SINASHING HEADSTONES 


io 


Smash headstones and statues to uncover hidden 





Silver Daggers. 





With the monster defeated you earn 250 EXP! Before you 
leave the orea, open the Brotherhood Ark fo finda secondary 
The fourth successful mini-game otlack has you leaping on top weapon upgrade: This. upgrade increases your Silver Dagaer 
of the monster's head and prying the beast’s mouth with your capacity from 5 te 10. Now use ‘the Hook Tip to grapple onto 


* 


Combat Cross. the Grip Point in the ree ond swiss ‘out ‘of the graveyard. 
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\) Exiting the Dead Bog 


Follow the pathway out of the graveyard to a set of large stone steps. If 
_ you continue around to the back of the graveyard you can find a Health 
Font. Replenish your health, then. climb to the end of the broken stoirs. 








“som here to the exit on the distant mountainside ore a series of ledge grabs 
72 ledge shimmies mixed with an equal amount of Grip Points to use your new 
=o0k Tip ter rappelling and climbing. The challenge starts with a leap across 
= tirst gap to reach the first ravine spire. 


FIRST ROCK SPIRE 


~-2 next challenge is to drop and grab onto the edge of the first spire. Drop down 
= *2w ledges and work your way around the corner before the ledges crumble at 





out fingertips. Once on the other side of the spire, notice the glowing Grip Point, 
== don't use it yet. Instead, continue further toward the protruding ledge beside 
=. by jumping to the next grip ledge. Drop down to the ledge with the dead 

~ cht and take the last Life Magic Gem. Now return to the Grip Point, Use the 
Point to drop to the lower ledge [still on the first spire). 








“a. 
= 
= 
= 
= 





SECOND ROCK SPIRE 





=~ from the lowest ledge on the first spire to the second spire. Climb the series of rock ledges until you can use a high Grip 
“2 71 to climb to the top ledge on the second spire. Latch onto the side of a ledge on the spire and move around the corner, drop 
‘he highest ledge and find yet another Grip Point up higher on the spire. This grapple allows you to swing and jump te the top 
-=Se third spire. 





THIRD AND FOURTH ROCK SPIRE 


Jump from the top of the third spire to the fourth (the one with the broken arch). 
Jump from the end of the fourth spire to the lower fifth spire with the dead tree 
growing out of it. 


FINAL LEDGE: 
OPPOSITE MOUNTAINSIDE GOAL 


From the fifth spire (with the dead tree growing out of ii] you can find a Grip Point 
us. i on the final ledge. Swing and climb up using this Grip Point. Get to the top of the 





ledge and follow the stairs into the mouth of the cave to complete the level. 





LEVEL FOUR: 
PANS CEMPLE 


The search of the bog fades into memory and a Jand of 
great beauty lies before him, a paradise where nature lives 
in harmony with all living creatures, indeed a refuge for 
those who wish it. He is close now, close to the old gods 
and the old ways. Long forgotten by men, this kingdom 
was once revered by all, yet now only a small part remains. 
soon even this will disappear. The amulet senses its master: 
its journey is almost over. He will need all his strength now, 
all his wits if he is to succeed here, if he is to convince the 


ald god to help him. 


— 


= Se - ~ a — 
$c: a! = BCE: = : 


Hidden Items 
+ 1 Lile Mogic Gem 


Weapon Upgrade rs z . a 


i Holy Woter Upgrade + 2 
Unlockable Trial 


+ Finish the level offer beating Pan's tial in 5 movements 


7 = 
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Walkthrough 
>) Lush Forest ccc 


You have entered the heart of the forest where Pan, the faun who 
protects it calls his home. There's no combat in this level, just 
a couple secret areas to find. Begin the adventure by grabbing 
ihe Magical Rune on the left side of the forest pathway near the 
beginning, Once taken, the rune fills the first slot in the magical rune amulet 
displayed on the right side of the screen. 














At the point where the camera spins around and you end up running toward 
‘he camera, you'll find another Magical Rune on the right side of the 
pathway (Gebriel’s left). 


Just yords away from the second Magical Rune you can cross over to the 
right side of the pathway by traversing over a large tree root. Here you || 
tind a dead knight propped up against the same root. Take the Scroll from 
the body. The scroll is a reminder to continue to search dead knights for the 
possibility of more Magic Gems. 


At the U-turn in the path, just beyond the knight you can find some birds 
perched on a large rock in the lower right corner of the screen. Look for the 
very bright, yellowish green vegetation that's bathed in light. Push into that area 
sntil the camera swings around. You'll find the third Magical Rune there. 


~ontinue through the narrow pathway beyond this rune location and you'll 
quickly come to a corpse face down in a shallow pool of water. Take the 
Life Magic Gem. Relurn to the previous pathway. 


—ontinve cround the large U-turn in the pathway and find the fourth 
Magical Rune where the pathway darkens and narrows to its most 
estricied point, Find a Scroll on the corpse at the end of shallow pond 

4st before the tree tunnel. This is a letter from the dead knight Victor to his 
wite. Continue through the tree tunnel to reach another clearing. 


. | the clearing, you'll find an unreachable Brotherhood Ark. Just ahead of 
‘he Ark and on the right you can find the fifth and final Magical Rune to 
-omplete the collection. 


HOLY WATER UPGRADE + 2 r 
When you earn the Seraph Shoulders, return to this level a 
and perform a double jump here to reach the high ledge 

with the 

Brotherhood 

Ark to 

obtain the 

Holy Water 

Upgrade + 2. 















.. ,s 
Pan’s Crial 
} } A fairy appears and hovers in the oval green |ig 
the end of the forest trail. This happens once you 


all five of the Magical Runes and activate Pon's 


in the same location. To proceed, you must match 7# 
of the rune symbols above the fairy’s head to the Magic 
symbols in your display on the right side of the screen Cc a 
o Rune Slot with the left stick and change it using the Direct Change Rect 
Attack button. When successful, the fairy breaks the green Em 
barrier allowing you to continue. 


Chrough Magical Kune 
Protected Cunnel 
P ) Once through the tunnel beyond the Magical Rune 
2 puzzle, take the narrow pathway leading up on the 


left side of the forest wall. Follow this winding pathway 
until you reach Pan's Temple. 


Pan's Cemple 


) Ina cinematic, Gabriel calls for Pan to show himself. 
“Gabriel pleads that the Brotherhood needs his help. 
Pan materializes and claims to be the guardian of the 
Lake of Oblivion, where the living can communicate with 
the dead. Gabriel informs Pan that they have been deserted by 
God. Creatures from the void come to cloim the souls of men, 
to wipe mankind from the face of the Earth. The elders believe 
that God has abandoned them and that a powertul spell has been un! 
a message wails for Gabriel here ot the Lake of Oblivion. Gabrie 


Gabriel the path. He believes that his wife that was murdered two doy: age is waiting here to deliver a message to Gabriel. Pan 
helps if you first pass his test. 


¥ someone or something. They also dreamed that 


to seek Pan out in hopes that he could show 
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Pan’s Crial 

You enter a large chasm with a large machine made up of three large rings. 
: | Your wite Marie lies in the middle of the puzzle with a large swinging blade 
See ng + above her. Since she’s already dead, this shouldn't bother you. As control 
aomeremrny' |)" ees returns to you a Scroll enters your inventory. It's a hint Scroll. The Scroll 
informs you that you earn 200 EXP upon completion of the puzzle and 


illustrates fhe rules of the challenge. 






















To reach Marie before she dies you must find a path to follow, Try to overcome 
your sorrow and you may avoid her demise. Choose only one direction. You 
can also cheat and vse an unlock solution accessed in the hint scroll, but by 
doing this you lose the puzzle’s award. It says “choose only one direction in 
which to turn the three wheels and their shine will reveal the hidden path of self 
redemption.” 


To work the puzzle you select a ring with the left stick, turn a ring clockwise 
with the Grab / Use button and turn counterclockwise with the Block / Dodge 
button. Reset the puzzle using the Area attack button, 


Just know that the paths (or bridges} need to connect to ane another to allow 
you cross the gaps between each ring to get to your wife. Here is the five-move 
solution: 


ae an fh aoe Bt hid Es os [he aes Sa as Ee eS 

ae 2S: 2 Sr os eS Sees SS 2 BS ES ? ESE SSe5e5 Bare sina a oe 
+ Turn the center ring clockwise + Turn the outer ring counterclockwise 
+ Turn the center ring clockwise + Turn the outer ring counterclockwise 


¢ Turn the middle ring clockwise 



















After completing the 
challenge and saving 
your wife, you suddenly 
stab her in the gut during 
a cinematic and turn to 

















Face the camera. Your 
face is covered with a 





fragmented metal mask. 
You awake from the scene 
while standing beside 

Pan once again. You ask 
what the vision means anc 
he replies only that you 
are worthy of entering 

the Lake of Oblivion. Pan 
allows you to pass through 
his temple and reminds 
you to pack daggers; 
you'll need them. 





LEVEL FIVE: 


OBLIVION LAKE 


The test has shaken him. I see the doubt in his eyes as he 
heads towards the lake. So Pan is helping him now? That's 
good. Perhaps it bodes well. | wonder if he knows what 
awaits him here, in this place where the dead can contact 
the living. It is cold now. A chill wind blows through his 
heart: | can see it. Feel it! He will need help if he is to 
succeed. He must not fail. He will not fail, not now,..not 


yet, not if | have anything to do with it. 


t light Gem Medallion 
Monsters 
+ Ice Titan 


" Unlo ckable Trial 


4 Finish the level ‘ond defeat his ie Uae in ess ta 1 30 minutes 


_— — a, F 


Walkthrough 


© )) Frozen Lake 


the frozen lake. Find a Life Magic Gem on "r= 
corpse near the statue. Walking out onto the froz=> oe 
triggers a boss bottle. 





ST. ae ok 
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» Boss Battle: 





Buried deep below 
the surface of an J =e 
ancient lake, waiting = 






to be found, are the remnants 
of a once great European civilization, among them, a Tift 
Before Rome, before ancien! Sereene this Brea pac 





engineering was = lost When the dark Soi that ibid the heavens. 
from our earthly plane was cast, the souls of the dead were drawn. 
















to this place and somehow gave new energy to the magic runes, 
reanimating the Titan one final time... 


Boss Attacks 


The Ice Titan has two ranged attacks that-you should avoid at all costs: 
one sends.a shockwave through the ice that cannot be blocked; and must 
be dodged laterally. The other creates a magic symbol in the ground 
around which many ice stakes emerge, trapping you inside an ice shard 
prison. Only the Titan can destroy this ice prison with a punch. 


Battle Strategy 


To defeat the Titan you must: linb,onto it, destroying Ihe runes: that 
empower the statue. There: are: a mag of four runes, distributed across 
the colossus Sis “pit ae eT 


=| 





















































The first rune is on its left arm. To climb onto if, you q Si : 7 Sa 
must get it stuck in the ice. Get close to the colossus: wee — Pe re a ea 
it will try to hittyou by punching down. If the Titan hits et a. | 
twice in the same spot in the ice, it will break beneath if, 
trapping the arm for a few seconds. You must take advantage 
of this time to use the Hook Tip on the trapped arm and start 
your ascension (look for the highlighted emblem fo grapple to}. 


Once you start to climb, the Titan tries fo rid you by shaking 

its arm. You must press and hold the Grab button to cling onto 
the colossus surface, or you tall down. Find the clearings in 
each ring of its arm fo continue further up the arm by leaping 
and latching onto the crevices between the stone sections of 
the arm. The first rune is high on the back of its arm. Once you 
reach the first rune, press the Direct Attack button to destroy it. 
Hit it repeatedly until it shatters. 


‘Each Rune takes 10 Direct Attack hits before it is 
destroyed. 





Angered, the Titon then raises his arm and tries 
to swat you with its other hand. Dodge this by 
jumping just before the impact, and use the Hook 
Tip on the right hand (you'll see a large section of its 
right hand glow}. Quickly, grapple to the chest plate 
(this too will glow brightly) where the second 
rune is located. (<= 


While destroying the second rune, the 
colossus again tries fo hit-you, this time <= © 
using his left hand. You must dodge 

these aolfacks by side jumping “a 

when you see the gigantic + wr’ 
hand coming. 
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Pi Gabriel thar eer could ae 
ae realm of the dead. ‘They « lacids 
up ¢ as to "Wor oa attention ta themselves. Gabrie | will head 
through the land of the Lycans while Zobek will leave for the 
territory of the Vampires. 


Zobek hands you o gift to help you on your travels. The Light 
Gem Medallion allows you to cbsorb spiritual energy and 
will help cure your wounds. 











- 


We part ways, he and |. My instincts tell me he is filled 
with hope, a hope that will drive him ever onwards. Good. 
Perhaps he is the one, a warrior of pure heart who can 
deliver us from all evil...perhaps. | wonder what went 
through his mind when he saw her there, his beloved. Did 
he see his dreams, or did he see his future blown away 

like leaves on the wind? I spy him as he heads out toward 
the reaches of Pan’s influence. A forest that leads to the 
land of the Lycans lies to the east. The ruin of an ancient 
civilization is there, forgotten and decaying. Once a proud 


testament to man’s ingenuity and vision, it has now been 


conquered by Nature, as she claims all things for her own. 
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| = Hidden Items 
+ 1 Life Magic Gem 
| - Weapon Upgrade 


+ Dogger Copocity Increase 


Monsters 


+ Goblin 
¢ Lesser Lyconthrope 


Unlockable Trial 
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Walkthrough 


—\) Leap of Faith 





Zobek's character entry is added to your Travel Book once 


> 


then chonges, ond you'll find yourself on o short ledge above a waterfall. 


sre your way down the waterfall cliff by dropping down to a 

21 ledge and then using the two Grip Points to swing down 

> lower walkway-type ledge. Find a Scroll on a dead knight 
nis walkway. In the scroll, the knight says he gove his Life 


=== to his comrade, so be on the lockout for this. 


-s-‘inue down the ledges, hop across the river near the 
==-ing tree, and continue down the ledges on the opposite 
s< of the cliff until you reach o save point at the boltom at the 


aM evel. 


Waterfall Cunnel 
If you enter the stream and follow it to the 
cave behind the waterfall, you find a device 
in the back of the cave that can only be 
triggered using Shadow Magic. You must 
return here when you have that skill. Once 
you return, the Brotherhood Ark contains 


a dagger upgrade. 


Forest, you must moke o leap of faith by dropping over the edge of the cliff below the crooked tree. The camerc angle 
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you begin this level. To continue ahead into the Enchanted 











©») Neutral Elemental Orbs 







Follow the path around and over a cecd tree 
irunk. Destroy the single lycan that rushes out 


Mauiroi 


r 
a Sar = 


of the forest. This creature leaves behina 
Elemental Orbs. Thanks to the Light Magic Medallion that 
Zobek gave you, you are able to cbsorb these orbs. 


Press and hold the Absorb Light Magic button to absorp tne 
orbs before they disoppeor. The energy fills a new gauge that 
appears at the bottom left corner of the screen. This is your 
Light Magic Container. Press the Light Magic Enable / Disable 
button to switch on your Light Magic power. This causes you 
and the container to glow dork blue. 


Attacking enemies with Light Magic switched on replenishes 
your health. However, your Light Magic Container depletes. 
Furthermore, enemies do not drop Neutral Elemental Orbs 
while you have magic on. You can only get the orbs by killing 
enemies with your magic olf. 


Drop off the side of the pathway to a lower path where you 
soon find a Nevtral Elemental Energy Statue. You can use this 
lo restore your magic levels. 


Use your newfound magic while taking out the Lycanthropes 
that cross the stair-like rock pathway. This altack is triggered 
when you move beyond the large tree root in the path jus! 
beyond the energy stotue. Notice your health rising as you 
defeat the enemies while Light Magic is turned on. After this 
baitle, refill your magic using the statue, and then continue on 
down the path. 
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Ancient Ruins - 
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» ) When you reach the city ruins, the path splits two ways. Find the stairs on either side of the rear fountain, Use either one, 


— as both ways lead fo the next zone. 





= = 


=6 





2IGHT PATH FROM ANCIENT RUINS 


= -ght path is the easier of the two. It begins with a gap that you must jump 
-;. After crossing to the other side, you reach a dead end. The only way 
nue is to solve a simple minigame in which you pull from the tree until it 
allowing you to use one of its branches to grapple across a crag using a 
- ledge Grip Point. This is where the two paths cross. 


LEFT PATH FROM ANCIENT RUINS 


“s< let sath from the ruins goes through an exhausted water channel. Some 

==2\ 05 assault you along the way, but the attacks cease atler one or two waves. 
<== defeating them, you reach o save point. You can also find a bag of 10 
socers in this area, 


= channel ends in a vertical wall ihat you must climb, Use the Grip Point on the 
=-+ wall to reach a series of ledges to move along while hanging by your arms. 

= 2 top of the waterfalls, you'll find a dead knight with a Seroll. The Scroll is 

== account of the end of his journey. 

“ross the small arched bridge to the area to the right. In this area, head toward 

== comera and drop down to a lower ledge near a stalve. Continue toward the 


=sera to find another ledge with o Grip Point. This is where the left and right 


Sore ChOSS. 














p) Look for a dead tree located down below the ‘edge below the Grip Point 
< 


—_ (the puzzle reached at the end of the right peth|. A dead knight with a 
Life Magic Gem lies below the tree in a shallow stream. Defeat the nearby 
Goblins and follow the shallow stream to a nook where you can climb rubble to a 


pathway where the dead tree puzzle is located. 


Grapple to the tree branch and press the indicated butten quickly to break the branch 
| off. This reveals a couple Grip Points: one on the dead tree and another on a nearby 
ledge beyond the tree. Use these to reach the other side of the crag. 


Both paths end on this upper ploteou at a solid rock wall beyond the arched little 
bridge. To pass through, you must use the Grip Point on the top of the wall. While in 
the grapple stance, kick the wall to propel against it and break the crumbled area 
near the top on impact. 








: || ss Focus Scroll 








r ) Through the high, breakable window, you'll land in a courtyard where a 
dead knight lies holding the Focus Scroll. Take the Scroll. The combat focus 


is an ancient technique from the Brotherhood of Light. Once fully focused, 
| a capable warrior can extract Neutral Elemental Orbs from his enemies after each 





successtul hit. The combat focus meter is filled when you fight well: use varied attacks 
and avoid being hit. Lack of combat siowly decreases the meter, and magic use 
pouses it. The Focus Bar is shown of the bottom of the screen during combat. Light all 
| of the runes by fighting well. 


On) Warg Focus Cutorial 








| . ! Battle the Worg that appears in this courtyard. Use varies attacks and 





iil = try not to get hit to quickly fill up the Focus Meter. Once the meter is full 


maintain your focus, and the enemies will drop Neutral Elementc! Orbs afte 
each successful hit, allowing you to maintain your magic supplies curing combat or 
until you lose focus. Switching your magic and getting hit interrupts tocus. When you 


defeat the Warg, a Goblin ambush occurs. 
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oO) Goblin Ambush 








grenades at the iarge, glowing exit doors. 
Use grab attecks fo make the Goblins drop 
grenades. Try to perform synchronized blocks on 
thrown grenades to deflect them into the target door. 
Continue slaughiering the beasts ond throwing grenades 
at the door until it is blown open, which only takes two 
successful hits. 





Look for a giant tree stump in the center of the 
next area. This is the entrance to the spider 
dwelling underground. The dead stump is so big 
that it can only be reached from the ledge on the left 
side of the area behind the Great Dekuh tree stump. 


You can find a dead Knight with a Scroll on the right side 
af the stump. This Scroll tells of the Great Dekuh tree. 


Jump and climb the wall on the tower behind the tree 
stump, ond the camera soon shows o Grip Point at the 
top of the tower. Grapple up and clamber along the top 
ledge with your hands to reach the opposite side of the 
tower. The camera moves to reveal a Grip Point on the 
end of a protruding beam. Use the Hook Tip on if and 
then release to land on a high ledge near a tree. Find the 
Grip Point on o tree branch and use it to swing into the 
top of the large tree stump to end the level. 


Bottle the Goblins and throw any dropped eg. 








Level CWO: 


UNDERGROUND CAVES 


He is becoming stronger with every step he takes; his prowess in battle is undeniable, he will need it now. Goblins are o1 


thing, but there are other creatures in the dark places of the world, creatures who know nothing of his plight but fight fe 
their very survival. Many fallen brothers are testament to this; indeed, their bleached bones adorn the tortuous tunnels i 
this godforsaken place. He runs ever onward into peril. 1 wonder who their prey is and who is the hunted; perhaps when 


the time comes these creatures will know fear as they look into the eve of their quarry. Go my friend, save your love! 


SSE Walkthrough 
a a ~ ——— _ 

$ 1 Light Magic Gem Inside the Great Dekub 

Relic” ee z . a 


_f Enter the small cave at the bottom of the tree stump 
+ Spiked Chain = landing area. Follow the cove to a small waterfall. 


Monst Drop down to latch onte the edge of the ledge. Using 
patel your hands, crawl left along the thin ledges until you receiv 


+ Goblin + Giont Spi | @ message instructing how to jump backward while hanging 
+ Lesser Lycanthrope | This places you in the spider's den. In o creepy cinematic, t 
— — : | Giant Spider creeps up behind you and attacks just as you 


Unlockable Trial Ground to face it. 


i) ae rca, while ee 


- pois + Tet 
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WALKTHROUGH: CHAPTER II 


Great Spider 


You begin this battle with the 
Great Spider trying to chew 
your head off. As soon as you 
recover character control, repeatedly J ais 
press the displayed button to avoid the | i 


poisonous bite. 


Move as much as possible fo avoid the 
webs from the spider, or you will be 

entangled in them. If you ore entangled 
in a web attack, quickly ond repeotedly 
press the indicated button to break free. | 


Furthermore, if the spider poisons you, 
quickly use the Light Magic Power to 
stop losing health. 


Attack the spider with varied attacks to 
raise your focus meter and eventually 
make it produce orbs. Hit it with 
everything you got to take it out as 
quickly as you can. These monsters are 
the largest type of known arachnids, and 
they ore much more aggressive than any 
of the normol-sized varieties of spider. 
Once defeated, the Giant Spider is 
added to your Travel Book's bestiary. 








Use the Grip Point at the upper end of the connecting tunne! to escape the 
spider's den. Do not drop down once you reach the next cave wall: instead, 
climb up to the Grip Point. You can pull up onto c lecce onc enter a new 
tunnel above. 


| 
Euail 


Lesser Lycans and Spider ) 


~~ 
1 
a 


£ 


= scattered ruins and skeletons. As soon as YoU foucnh down, Lesser 


below with 


At the end of the cave, grapple down to a large cov 


Lycanthropes attack. Take out a few Lycans, and soon a Giant Spider 

joins the battle. Keep moving and take out the Lycans as quickly as you 
can so you don’t have to battle them along with the spider. Learn the spider's 
attack pattern, learn to dodge when necessary, and be patient as you battle. 





: ————————— 
Cave Exploring i, 
ON ic Ben 5 | | 
P) Alter defeating the spider and the Lycans, jump up on the ledges 
— "in the back right side of the cave and enter the next. On the entry 
ledge, you'll spot o Grip Point on a ledge near your teel, Drop down 
over the edge of this ledge so you can catch the groove. Release and 
then quickly use the Hook Tip to latch onto the Grip Point. This must be done 
quickly, or you'll drop fo your death. 


Grapple down to a lower ledge that you can shimmy across to the right. At the 
end of this ledge, jump to the right to reach the next ledge. Climb up onto the 
top of the ledge and run along the narrow path heading to the right. 





Jump the gap at the end of the narrow ledge and then cross the thin, yet 
strong, spiderweb bridge. If you begin to lose your balance on the web, you 
can use the Grab button to regain balance and then continue crossing to the 
next tunnel. A dead knight with a Seroll is located at the end of the web 

| bridge, at the mouth of the tunnel, This Seroll hints that you can actually ride 
| spiders like you would a Warthog and that the webs are strong enough to 





bear the weight of o grown man. 


Continue through this cave, then drop down to the open area outside. This area 
forks off into two directions starting with web bridges. For now, it is advised 

to crass the leftmost web bridge and enter the tunnel entrance on the following 

ledge. Through the next cave, you'll continue into another open area, Continue 
following the ledge through onother short tunnel, toward the camera, Once you 
reach the next sun-bathed rock ledge, you'll find a save point. 
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Pannh & ) 
Cough Cotem 
— eee — 
ina gap in the pathway, you discover o totem thet you cannot break until you upgrade your Combat Cross. This occurs 
- shortly, ond then you can return ond uncover the tstem’s secrets. Leap up to the top of the continuing path and enter the 
vex! tunnel, 


First Mausoleum Key: Grenade Door 


mother locked door similar to the one you found at the end of the last level 





7 5 a 
X 
ju 


is at the end of the pathway. Seems you'll need grenades or something strong 
to break these doors. If the Goblins in this area do nol appear on your first time 
through, travel down the left path as far as possible, receiving the next Scroll from the 
knight on the ledge and then returning to trigger the Goblin battle. 


Deteat the attacking Goblins and use their grenades fo destroy the nearby sealed door. 
Use grab moves and attack the foes to make them drop grenades. A few direct hits 
with grenades, and the door will be destroyed. Beyond the destroyed door, find the 
first Rune Stone Key on the knight on the edge of the ledge through the short tunnel. 





Second Mausoleum Key 








P ) Return the way you came, past the unbreakable totem, and enter the large cave where the first web path fork is located. 
Now, take the right path by crossing the web bridge to the rightmost ledge. 


Defeat the Giant Spider on this ledge. 
climb the series of ledges starting on the 
right side of this ledge. Shimmy over to 

o wider ledge, jump up on if, and walk 
across. Jump over the gap to reach c 
ledge at a tunnel entrance. Head through 
the tunnel. 












the Rune Stone Key from the knight and drop 









Activate the Use button while standing near the two shields on either side of 
the mausoleum’s locked entrance. The Rune Stone Keys ore sucked into the 
lock mechanism, which then unlocks the front door. Enter the mausoleum. 





dl 


a 


>) Second Holy Relic: Spiked Cha 


Inside the mausoleum, you'll find another altar. Just as you did in the first 






chapter when you acquired the Hook Tip, insert your Combat Cross. This 
lime, you imbue the cross with a Spiked Chain enhancement. Rinaldo 

Gandolfi built two different chains for the Combat Cross, but this one was never 
approved by the Brotherhood, for obvious reasons. The elders thought that the spikes 
were too cruel for the holy nature of the weapon. However, instead of destroying it, 
the artisan hid the links in one of the mausoleums of the Order, believing that one 
day it might be needed. 


|) Destroying the Corem with the S spiked Chain 


With the Spiked Chain, you can use the Combat Cross to sow through 
obstacles and lo “tame” dangerous monsters by looping it cround thei: 







necks. This upgrade is necessary to open the path to the end of the level: c 
glowing totem blocks the web-filled cave beyond the Spiked Chain altar Welk ue te 


the totem and press the Use button. Gabriel automatically wraps the <hai- arcend the 
totem, and then you must follow the left stick’s back and forward moticr o-omnt: te 
destroy the lotem. The level exif is through the tunnel, Before you leave «2 cn lost 


Grip Point jump, read the tip below 





Use your Hook Tip on the Grip Point on the tunnel! ceiling to overcom e the waterfall gap in the tunnel. Swing across the gap and | 
a dead knight ot the mouth of the tunnel. This ledge overlooks the locked mausoleums where you soon use these two rune keys. Ta 
to the locks Hanking the locked entrance of the mausoleun 








COTEM PULL 


Before you exit the level 


through the tunnel 

you unblocked in the 
mausoleum, head back to 
the previous totem to use 
the Spiked Chain on it. 
This reveals a tunnel that 
leads to a dead knight ona 
ledge. This knight holds a 
Light Magic Gem. 


% 


LEVEL CRREE: nae 
LABYRINCH ECNCRANCE 


—— ee So, he has found another of Gandolfi’s upgrades? This 
2 Z FS oo Efe ; 7 : 
Sao oot Bae Soe was unforeseen, though it should prove useful in the 


Hidden Items 3 challenges to come. The lost city of Agharta looms before 
¢ | Light Magic Gem : him. | wonder if you know what truly lies ahead for you, 
Weapon Upgrade Gabriel...what God has in store for you? The land of the 
oe 4 i Lycans! This ruined city now belongs to their Lord, and 
bets —— — you can be sure he will not allow you fo pass without 
Monsters 


+ Goblin 
+ Greoter Lyconthrope 


a aa forfeiture of your life. But in order to bring her back, you 

need to defeat him, my friend. You need to crush him into 

ee the dust...like the worm that he is. 

Unlockable Trial 
¢ 


Walkthrough 


] Riding the Warthog 


| 4 You begin this mission standing in the cave exif, 
overlooking the Lycanthrope labyrinth’s entrance. Drop 

down into the area below ond opproach the locked 

ate. A screen prompt hints thet Goblin grenades cannot 


destroy this gate. 





After you inspect the door, some Goblins and a Goblin riding 
a Warthog attack. Instead of trying to take out all the Goblins 
and the Warthog, try just damaging the Warthog until it 
becomes stunned. The Goblin rider on the Warthog must be 
destroyed. Once enough damage is done to the Warthog, the 
monster starts glowing lo indicate a possible interaction with It. 


Prass the Grab button from a short distance to mount the beast. 


While on the Warthog, press the Direct or Area attack buttons 

to perform melee attacks. Push the left stick toward enemies to 

charge into them. Now, take out all the Goblins in the area: : . 

Remain en the Warthog until you've defeated all waves of _ 

Goblins. If they toke out your mount, another Warthog appears ™ : . _— 
(which you must stun and mount to progress). cares corny bey os = 


CHARGE ACCAHCK 


When mounted on a Warthog, it is usually safer to 


attack enemies with the Warthog’s charge attack than it 


is to battle with its melee attacks. 


So 


With the Geblins gone, move toward the camera and get a 
running start at the locked gate. A good fast callision with the 
Warthog's head into the gate can take the gate down. Now 


you can choke your mount by pressing the Grab and the Block = Gariata a ath raee ath gunn 
' : Lae hell all Travail - Elicces 
buttons at the same time. ‘a 


——_ — 


—\\ The Labyrinth Walls 


p) just through the destroyed gate and to the right lies a 
—" dead knight holding onto a Seroll. The Scroll simply 
describes the dead knight's turmoil in this area. 


Travel left down the pathway until you reach the back left 
corner, where a pile of rubble in the pathway meets the old, 
castle-like walls of the labyrinth. You can find a ledge to jump 
up to in this nook. Shimmy around the left inside corner, and 
then jump to the top of the ledge. Here, you'll find a Grip Point 
near the top of the wall. Grapple to the top of the wall and hop 
over to the inside of the decrepit labyrinth. 
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Inside the Lycanthrope £ Pabyri inth 
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Carefully walk across the scaffald along the right wall of the Labyrinth 

to reach a dead knight holding o Seroll. He leaves a good tip behind: if 
you block often, you can increase your focus. This allows you to focus much 

suicker, which enables you to keep magic on all the time during combat. 


CIGHC MAGIC GEM a 
Before you get to the dead knight mentioned above, look for steps that 

lead down, which are to the right of the cross planks. They are hard to 

spot from above. Continue down the stairs to find a hidden Brotherhood 

knight lying in a small room. He holds a Light Magic Gem. 





| Fram the dead knight with the Scroll at the end of the scoffold, turn back anc 
7 take the left path toward the central column. Jump up onto the glowing ledge and 
shimmy around the corners to the opposite side of the column. 


» Continue to shimmy around the corner where the large outstretching beam connects to 
=e column. Drop down onto the lower ledge over the gap. Drop off the left end of this 
-\otferm to latch onto the glowing edge. While hanging there, you'll spot a Grip Point 
27 a high broken beam above your head. Grapple to this point. | 


While swinging high on the rope, press the Attack buttons to push away from the wall and then press the Jump button to let go at the 
->-rect time to land on the next ledge to the left. Follow the stairs down into a lower pit, where a Lesser Lycanthropes battle occurs. 








Lesser Lycanthrope 
| Battle Arena 





The Lesser lyconthropes should not pose o seriou 
threat. However, to exit the area, you must use th 
mechanism present there, a fact that complicates con 
against the enemies. To use this door crank device. just ge 
close to it and press the Use button. When you grab the 


ha 

























ngle, use the left stick to rotate the mechanism and ope 
door slowly from bottom up. You mus! use the time betwee 


lycanthrope waves to open the door, or they interrupt the 
process. 


Once the door is completely opened, if remains raised, an 
you can pass into the next area. As you do, o quick cinem 
shows a Lycan being grabbed by the throat by something : 
bigger and then being pulled off screen. When control ret 
fo you, you find yourself facing a long, wide exterior pass: 
with many statues near multiple waterfall fountains. 


Find a Seroll on « dead knight on the right side. It mentio 
that each species is weak against a particular weapon. Fol 
the path to the hallway entrance. {f you walk toward the 


camera, you can find a bag of daggers. 
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~ | Waterfall Cunnel 
| if you enter the stream and follow it to the 
cave behind the waterfall, you find a device 
in the back of the cave thar can only be 
triggered using Shadow Magic. You must 
return here when you have that skill. Once 


you return, the Brotherhood Ark contains 


a dagger upgrade. 





Ince all the Goblins are destroyed, a Great 
_canthrope enters the arena. Use many dodge 
maneuvers and keep moving as you hit this beast 
with your most powerful attacks. Once you defeat 
this large lycan, you can freely open the door. 
Pick up and place the bull horn in the bull head 


device by walking up to it with the horn in hands. 


| 


ress the Use button again to place the horn in its 
-orrect position. Turn the device clockwise to open 
the door, While you ore opening the door, one ct 
he ropes supporting the stone wall fails, letting the 
door crash agains! the floor and breaking it. You 
fall through the hole created in the arena floor. 


WALKTHROUGH: CHAPTER I 


Exit the hallway and drop into the arena. Once you arrive, a 
wave of Goblins aitecks. Notice that one picks up and holds on 
dearly to a strange looking horn. This is the instrument you need to ‘ 
work the door mechanism. Your task is to recover this bull's horn 
from the Goblin and use it on the device. You cannot attack while 
holding the horn, so it's a good idea to deteat all the Goblins 
before trying to open the door. In addition, any hit received makes 
the character drop it, cllowing cnother to pick it up. 





LEVEL FOUR: 


WACERFALLS © Seem 


+ 2 Light Magic Gems 


wi AGHARCA a as = 


, =a — 
This ancient city occupies many layers, each one being the Monsters 


© a Ss 


foundation for the next. It is a labyrinthine maze of dead $ Giont Spider ‘ Cave Troll 
ends and forgotten walkways. Danger lurks around every + Greater Lyconthrope # Small Troll 
corner, He has shown great resilience, but this journey will : Lesser Lycanthrope 

take him longer than anticipated and deeper than any man Unlockable Trial — 

has ever ventured in centuries. He will need all his wits to Pees Finish the level if | 

find an alternative route into the heart of the city... where 


his destiny awaits him! 
Walkthrough 


© \) Entry Point 


Gabriel has fallen through the floor of the upper labyrinth: he now stands in a subterranean passageway, which 
continues underneath the labyrinth ruins. Begin this level by sickina us the Serolll from the dead knight beside you 
learn that this knight was on o quest to become invincible by collecting enough Magic Gems. The Scroll mentions a + 
Light Gem. Follow the pathway through a short tunnel on your right ¥yoen you reach the next cavern, jump across the 
gap to reach the next large plateay. Here, you will battle a Giant : 





WALKTHROUGH: CHAPTER I 


» Giant Spider Battle 


oh 
J As you explore the new plateau, a large, crooked tree across the 


= 


‘ovine begins to glows. When control returns to you, a single Giant 
pider attacks. Use dodge maneuvers and your favorite spider-tactics 
wear the beast down. Again, if you ore poisoned, switch to Light Magic 

loss of health 


Beat the Giant Spider down until you stun it. Mount the Spider as you would 
a Werthog: press the Grob bulton when close to the beasi. Once aboard, 
you can press fhe Direct attack button for melee attacks and the Areo attack 
button for ranged attacks. Spiders can use their webs to interact with the 


world around them, Press the Area attack button to use the web on a glowing 


interactive object. To dismount and strangle the spider, press and hold the 
Block ond Use buttons at the same time. 


Turn the spider and face the crooked, glowing tree. Shoot a spiderweb at 

the Iree using the Area attack button, and then repeatedly press the button 
indicated on the screen to pull the tree loward you. The tree cracks and leans 
into d position a little closer to your ledge. Dismount and kill the spider. The 
Giant Spider drops a Light Magic Gem. Pick it up, Then, use your Hock Tip 
on the Grip Point on the tree branch to reach the distant ledge. 


Leap across a gap and then drop down off the left end of the ledge at the firs! 
rock wall dead end. Shimmy around to the inside of the nook on the other side 
of the obstruction. leap across the gap and pull yourself up to the next pathway. 

















Oy) Greater Lycanthr 





ope Battle 9 


Climb up to the upper pathway and follow this to o broken rock bridge. Use the Grip Point on the high tree branch to 
swing to a large ledge, where you must bottle o Greater Lycanthrope. Break the large pottery to find daggers on this 
ledge. Use a grab altack to stab the Lycan myltigie times with the sharp end of your Combat Cross. Follow this with 


repeatedly pressing the indicated button to pop his neck with your foot. 





Jump up and latch onte the grooves on the canyon wall in 

the corner of the ledge where you bottled the Greater Lycan. 
Jump up to one more groove obove, and a Grip Point high on 
the canyon wall appears. 

Use the Hook Tip to 
latch onto il, Move 
the lelt stick 
sideways to gain 











momentum, ond ‘x 
when you ore 
on the leftmost 





pinnacle of your 
trajectory, jump. 
If done correctly, 


| you'll safely land on the iS. 
| next platform. S 


Leap across the gap at 

the waterfall and enter 

the following tunnel. A 
short cinematic shows 

the scope of the next large 
cavern. Pass through the 
tunnel and do battle with the 


Greater and Lesser Lycanthropes 





in the next clearing. 


Concentrate on avoiding the Greater 
lycan while eliminating the Lesser 
Lycanthropes. With that done, 
you can concentrate on the 
one-on-one battle with the 
big lycan. Do everything 
you con to whittle its 
health down so you 

con stun it, and then 
perform a grab attack 

on it like you did on 

the previous Greater 
lycan. After the battle 

if Won, you can freely 
explore the battle platform. 
Find the Seroll on the dead knight 
lying agains? the left end of the ledge. 


‘aon — es 


& =cro!| is o reminder to revisit levels ofter 


ew skills cnd weapons to find more 





Cliff Face 
Use the Spiked Chain on the large face statue found on the side 
of the cliff, which is over the next gap at the end of your current 

platform. Repeatedly press the indicated button to pull the weak 


statue from the side of the cliff. The debris forms a makeshift bridge. 


4: you walk across the newly formed rock bridge, a Grip Point appears on 
2 canyon wall. Grapple from the Grip Point and then scale downward to 
=< area below the Grip Point. You'll reach a new level of the environment 
~ere many more ledges and waterfalls can be seen. 


=2od to the right along the new pathway. When you leap up to the first 
edge, you reach a save point. Walk to the outer right edge of this ledge 
=-d seek out another Grip Paint in the distance to the right. Latch onto this 
=\stant post and swing to the new platform where a Troll battle is initiated 


- 


‘er a cute litle cinematic ends. 


©) Croll Battle 


The cutscene ends with you being ambushed and grasped by 
a large Cave Troll; this initiates a quick minigame. Press the 
displayed buttons repeatedly to get free from the Cave Troll’s grip. 
-< Cave Troll tries to grab you again if you fight too close to him. The 
=ove Troll has a ground pound attack similar to the Swamp Troll you fought 
=c long ago. Jump to avoid the shockwave. 





“> continue, you must ride on the Cave Troll and use its strength to destroy 
+2 remaining small Trolls and then the large boulder that blocks the way 

= of this platform; stun the Troll (beat it down to an inch of its life), press 
+2 Grab button to mount on it, and then use any of its attacks against the 


small Trells. 


“se Direct and Area Attack buttons perform melee attacks, To smash large 
sowing objects, you just need to approach them and press the Attack 
cuttons. The strangling dismount is performed in the same manner as with 
-ther mountable beasts, After defeating all the Trolls and breaking boulder, 


©! the Troll and use the Combat Cross.on the newly discovered Grip Point. 


= 
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a—\ Cwo-Cunnel Fork *y 









You reach ao lorge ledge with o Health Fent ana two tunnels. The 

| - tunnel on the right is not a continual path, but it leads to o nice item 

| waiting for you. It's best to travel through the right tunnel first and then 
return to the fork to continue through the left tunne 


Right Cunnel: Light Magic Gem 


The tunnel on the right seems to lead nowhere, but if you look behind 
the waterfall in the path, you can find another Brotherhooc knight 

with a Light Magic Gem. Return to the Health Font and heac down 
the left tunnel to continue the quest. 





A totem blocks the tunnel on the left. Use the Spiked Chain on it 





to advance towards the next area. Head through the tunnel and 
jump the gap to the next large battle ledge. Here, you'll battle Lesser 
Lycanthropes with one large Greoter Lycan. Take out the small Lycans first 
and then beat the larger one down unfil you can perform the grab finishing 
move attack on it. 


After you've destroyed all of the Lycans, continue toward the left side of this 
platform, where you can use some ledges in the middle of the waterfall to hop 
to the opposite side. The climbing zone ends shortly after, with a grapple climb 
that leads info a new arena. This new arena is where you battle a Giant Spider. 









A cutscene plays in which you see a spider crawling over a wooden 
bridge, which falls under its weight. With the bridge gone, the only 
possibility is to build a new one, using spiderweb. 


A single Giant Spider appears, which must be used to build a web bridge 
(if you kill this enemy, a new one spawns). You must beat the spider's health 























down to pretty much nothing before if is stunned. Once the spider is glowing 
and stunned, approach it, mount if, and press any button when the ring 
crosses the center targeting ring to successtully tame the beast. Once you re 










mounted on il, the directiona! attack makes it launch some web goo forward; 
aiming towards the opposite side of the bridge triggers a cutscene in which 
the web bridge is created. 


SPIDER WEB ACCACK 


This attack can stun other enemies if it hits them, although it won't 





cause much damage. 


The new web bridge cannot sustain the spider with Gabriel mountec on |. s 
you must kill the monster and dismount before continuing across the Srcge 



























\) Che Mausoleum 3 


C ) The path on the other side of the bridge leads to an 


A old mausoleum. Inside the mausoleum, you find « 





wooden totem thal you con saw down using the Spiked 
—>cin. Behind it, lying in the center of the small room, there is 
ad Brotherhood knight; if you get close to him and press 
~= Use button, Gabriel takes the Shadow Magic Medallion 
is chest, enabling the use of Dark Magic. 


Oe 


‘ou must use Dark Magic to continue advancing, so head 
sutside again to refill both magic meters in the nearby Neutral 
= mental Orb fountain. To gather Shadow energy, press and 

old the right stick button. You can recharge both magic types 


= the same time by pressing both sticks at once. 


‘ou might have noticed before o head shaped wall ornament, 

-ext to the exit door in the mausoleum. These magic locks must be 
2pened with a combination of Light and Shadow magic energy. In 
“is case, you must charge it with Shadow magic and then interact 
with the lock by pressing the Grab button. 





) Lycanthrope Battle 


r ; After leaving the mausoleum, you have the opportunity 


—_ : 
fo use your new powers on some enemies, the 


—— 


Lycanthropes in the next chasm. Remember to switch 





setween Shadow and Light magic to inflict more damage and 
recover health, respectively. 





hen all enemies are deod, only c climbing area separates 
you trom reaching the end of the level—some simple jumps and 
2 pair of Grip Point jumps that takes Gabriel back to the upper 
evel of the Labyrinth. The last Grip Point may be hard to find, as the brightly shining sun makes the Grip Point's glow less vibrant. 
it's on the beam jutting out of the top of the last canyon wall on the right. You'll spot it when you reach the highest point on the 
climbing wall. 
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Ht AA I Ate tat “Hidden Items _ 
JUNBEVJ FING & + 1 Life Magic Gem 
Agharta was once one of the greatest cities of the ancient ~ Weapon Upgrade a 
world, but it didn’t take long to fall under the onslaught of t Dagger Upgrade ‘3 | 
the Dark Lord. ‘The Lycans were innumerable and the city Monster — 
was razed to the ground. The Necromantic Wars, as they Orne Lyeanthrone * | ; Small Troll 
were known, destroyed the advanced technologies that the + Cave Troll + Warg 





Aghartians had closely guarded. Eventually, the Titans fell, 


Unlockable Taal aan 
+ Finish the le al wi hour: u ing | ne dow Mngic energy 


and then the people were massacred one by one or were 
turned into beasts subservient to their new conqueror. 


None now remain to tell the tale... 





Walkthrough 


©) Claudia 





Gabriel starts the level continuing the last 





grip jump he performed in the previous 





level. In a cutscene, he barely reaches 
the other side when a Troll surprises him. A 
mysterious girl saves him. Her name is Claudia, 










and she appears more times in the next few levels. 


a 


Eyres Lar matron el bape ash eh BLP 
WALKTHROUGH: CHAPTERII 


Nvsterious Crustal Weapon 


Did you see the crystal Claudia used to 





destroy the Troll? Take note of it; isa 
powerful weapon, which Gabriel receives 


later on. 


== = cutscene depicts Cloudia climbing the gigantic well, 
raturns fo you; you cannol Follow her right now, $0 you 
= tc find another route, which in this case is the path on the 
=~: side—the broken bridge can be jumped over using o grip 
=2. and ofter that, the path splits. 

















CASY ROUTE : 
Like in the case of the spider cave, the route 
described here is the shortest way to get through 

the level, but not the only one. Explore the rest 


| of the map to access secret areas. 


—  — —<—_—=—. © 


<cross tne bridge, you discover a dead knight on the left 
<2 of the poth. Take his Seroll. The Scroll is the knight's 
syer to discover the secret to riding beasts. Defeat the 





Sscuing Lesser Lycans. 


soc up the set of stairs to the left and follow the path 
sc the camera. Here, you'll find another downed 
=~ with a Seroll. This one urges the reader to search 
= the secrets in the city and reminds you that silver 
SS = work wonders on the lycan. 





Warg Riding 


P ) Teo continue, head to the rightmost zone and 


i 


over the gap using the Grip Point founc above tne 


gap. This takes you to a new closed zone, with a ruined 


wooden bridge, 


First of all, get close to the wooden bridge and interact with it. 
This attracts the attention of a Warg, which enters the arena. 
Now attack it until stunned, and then mount it (pressing ihe 
Grab builton). 


JUMPING WARG 
To jump with the Warg, double tap the left stick to 
sprint and then press the Jump button when near the 


edge of a platform. If your timing is correct, the Warg 






jumps forward, crossing any distance to the other side. 





i _—— 
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The next zone has two exits. If you dismount the Warg, you ¢ 
find o dead knight with a Shadow Magic Gem through the 
closest door on the left through an opening to the right in the 
following pathway. But you should come back for that and ju 


Mi eiusthen.” ; = a ; | - 
ee Se ef) a5 i F i remain on the Warg for new. 


Without dismounting the Warg, defeat the Lycans in this are 


Notice the heavy glowing statue in this area where you batt 
the Lycans. Use the Troll to knock down the statue, or return 


here when you can Gauntlet Punch or Sheuider Dash to brec 


-ond passage on the left under a stone arch, wh 

s-other Warg jump. After jumping a second time, ° 

» sid of the mount to climb the wall through the of 
k right corner af the dead end. 













S)) Mounting a Croll 


This wall jump puts you in a small arena where you ore attacked by 








































small Trolls and one large Cave Troll. You can ignore the smaller ones 
and focus on the Cave Troll, as you need its strength to break your way 
through the ruins and to quickly and elfortlessly destroy the small Trolls. 


Once you get the big Troll stunned, ride on it and jump down to the zone below. 
You next enter an arena with more Lesser Lycanthropes. Get rid of them and guide 
the Troll to the large, glowing metal gate blocking the exit. 


After destroying the gate, dismount and move forward. You can keep the Troll but 
it cannot jump while under your control, so the stairs prevent you from continuing, 


“l_ SERAPH SHOULDERS: MAGIC GEM 


Exploring this area while not on the Warg lets you find a small 





yard behind a building with stair access. If you use Seraph 
Shoulders in the backyard, you can double jump over a broken 
wall and find a dead knight holding a Life Magic Gem. There's 
also a Health Font beside him. 






TThrough the new area, there are a set of steps that lead up and a 
set that leads down. The down steps lead to a belt of daggers. Head 
right to ascend the stairs to the new battle arena. You must find the 
groove in the nook to hang and jump up to the arena plateau. Just as in 
the previous arena, the path is obstructed. Large chasms open that seem to be 
the only exit, and with no Grip Points, another solution must be devised. 


As soon as you enter the arena, approach the broken bridge on the left. A 
Warg appears and attacks; its jumping skills will be more than enough to cross 
the abyss, so attack it until is stunned, then mount on it like you did with the 
Cave Troll. Defeat the attacking Lycan and then jump the broken bridge. 


If you return here when not on the Warg, you can find a dead knight in a nook 
behind the crooked trees near the second bridge (to the right of the second 
bridge jump). This knight holds a Shadow Magic Gem. 


This path takes you back over a few more broken bridges and toward the start 

of the level. Gabriel's acrobatic skills were no match for Claudia’s before, but 
now, mounted on a Warg, things are different. The monster can easily climb some 
surfaces that Gabriel cannot. Just press the Jump button when near a glowing wall 
of thick vines. After climbing to the top of the well, dismount and clamber down 
using the ledge and the Grip Point. As you descend, the level ends. 


LEVEL SIX: 


DARK DUNGED 


Who is this strange girl? Surely she could not have survived 
alone in this hellhole? Gabriel follows her deep into the 
depths of the city. | wonder where she is leading him. It 

is strange. | hear no words, and yet it seems Gabriel is 
communicating with her in some way.. 


something tells me 


she has a part to play in all of this... 


Be seSe aS eS 
| Hidden a 
; I Light Magic Gem 
Monsters 
+ Gremlin 


Unlockable Trial 


+ Finish the level without using o Grip ack agin e singe 
bresitie = 


A 
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Walkthrough 
) Down the Well 


Gabriel starts the level near the top of the well 


e*, 
ay Ces by the Hook Tip on the Grip Point latched 
onto in the previous level. Drop down a bil, below the 
glowing ledge on the left. Use momentum ond jump left, toward 
the glowing fracture in the wall. Latch on and shimmy left, 
jumping backwards in the waterfall gap, and then use the two 
consecutive Grip Points above to get across the well. 


Hanging from the ledge on the other side of the well, continue 
moving right, jump the gap, and then use the Grip Point above 
to enter grapple stance again. 


ata 








=< next jump can be tricky: without descending more than one or hwo steps, propel 


Li 


>cinst the wall, pressing any one of the Attack buttons, ond jump toward the narrow 


-=orm in the middle of the well. 


- left and jump the gap to grip onto a glow ge. Shimmy left and jump the 


=erfall gap. Continue shimmying left until you reoch c corner with another Grip 


-cint. Grapple down and drop onto the plat 


orm CeO’ 





WHCL JUMP FOR A MAGIC GEM 

If you want to get a secret gem, do not drop downto the platiorm 
below while hanging on the last Grip Point by your chain. Slide all the 
way down on your chain and then wall jump backwards to grip onto a 
ledge behind a waterfall. Two more Grip Points swing you through an 


arch and leave you hanging on the side of a cracked wall. Run on the 





wall heading to the left and jump off the chain to a ledge where a dead 


knight holds a Light Magic Gem. Use the next Grip Point to the left to 





continue the quest on course. 


GABRIEL WILL KEEP 
While moving through climbing areas, A | 


remember that Gabriel seeks out = 


potential jumps, looking backwards 


or sideways when an available jumpis 
nearby. a 





‘ ) Che Dungeon Bridge: Partl 


uy 


) To the left of the stairs, you can find a dead knight 
— with a Seroll inside, The Scroll speaks of a Shadow 
Gem o comrade possesses, As you climb the stairs, a 


X 


blue light flickers on from the side of the stairs. Continue up 
into the next cave. Soon after venturing into the cave, Claudia 
appeors again in a cutscene; she smiles at Gabriel and jumps 
across the gap—like before, Claudia’s agile movements cannot 
be mimicked, se you must find a way to follow her. 


The two large monoliths in frent of you have a mechanism 
similar to the ones seen in the spider cave. These can be used 
to create a passageway that allows passage, but first, you must 
find the two keys that activate them. 


Se 


Every time that you are asked to find “keys” like these, 
slots for the needed items are shown in the interface in 
the top right corner of the screen. This lets you know 
how many items you need to solve the associated puzzle. 
| 
? 
ie 


To get the first key, take the path on the left side of the cove. 





a 





— — —— — — ae — 


Another dead knight lies just beyond another blue light and on 
the left side of the pathway. Retrieve his Seroll, which gives 


tips about Hammable Gremlin guano. 


Gremlins! 


she 

P ) The cavernous zone ends with a small platform where a 
a 

a new enemy is introduced: the Gremlins. These small and 
mischievous Hying demons con use their slings to throw you 


flaming stones, but they are pretty weak and fragile overall. 


FLYING CREATURES HATE DAGGERS s. 


Against flying creatures like the Gremlins, the daggers a 





are formidable weapons. Don’t forget to use them in 


occasions like this. 
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= 
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The gremlins protect the first Stone Rune Key, so pick it up 
from the dead Brotherhood knight and go back toward the cave 
entrance to place if on either one of the monoliths. 

















= 
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Find the small 
pathway in 

the rocks just 
beyond and to 
the right of the 
dead knight 
holding the 





hirst Stone Rune Key, In a little cavern, locate a 
dead knight holding a Shadow Magic Gem. 
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Che Dungeon Bridge: Part 2 | 
eveals itselt, allowing you to cross half 


After you use the first Stone Rune Key, halt of o bridge hidden beneath the stone re 
of the gap. If you move toward it, the comers fe on a ledge on o lower level of the dungeon. A blue torch lights up 
neor the cove entrance. Jump off the end of +h and enter this cave. 


in, but this time, they are accompanied by Giant Spiders. The new 


st, you have to tame il (after 


“=2 second key is harder to get; Gremlins try to : 
in it, you need the strength of o spider. First, 


=vern is smaller, with a locked door at one side. T 
stun the spider, press the Grab button te start the minigame sequence). 


i 
| 
i 


ir 
i 
Pj 
i] 
| 


your control, aim at the metal door 
with web, and start the 

i the door, go to the other side 

& to the remaining Stone Rune 


Once you have the monster under 
and use the ranged alfack button to 
resistance minigame. Atter you 
to pick up the second brid 

of Gremlins hot on your tail. 


MR ore fone. 
of | 





—_—= = _ SS —— ees — = = 


») Insert the Rune Key to complete the bridge. Battle the many flying Gremlins. Cross the bridge and follow it to the dead 
end cavern, where you'll find a Health Font. Climb the vines and find the Grip Points and shimmy ledges to reach the top 


of the cave. 


WALE JUINP FOR A MAGIC GEM 


if you want to get a secret gem, do not drop down to the platform below while 
hanging on the last Grip Point by your chain. Slide all the way down on your 
chain and then wall jump backwards to grip onto a ledge behind a waterfall. 
Two more Grip Points swing you through an arch and leave you hanging on 
the side of a cracked wall. Run on the wall heading to the left and jump off the 
chain toa ledge where a dead knight holds a Light Magic Gem. Use the next 
Gnp Point to the left to continue the quest on course. 


—5 Se 
nb a | 


Leap across the fina! gop onc fill up on the energy from the Neutral Elemental 
fountain. Enter the next cove to fight the next battle with more Gremlins. 


This time, the Grem/ins are ercer ond attack in even greater numbers. After some 


fighting, Claudio cone cc with a powerful new companion; he is the Black 


Knight, her protector. Atte: ‘he introductory cutscene, the level ends successfully. 





WALKTHROL (CH: CHAPTER Il 
LeveL SEVEN: Rracte none ic er a) 
S NZ C WARY Hidden . 
= : bo ; | Light Magic Gem 
t l) C K H , 7 & | Weapon Upgrade 


+ Dogger Upgrade + 5 


=ste has played its hand, and now the die is set. | knew this ee ft 
pe Seles : Relic 


=id would play her part somehow and it seems Gabriel 


+ Dark Crystal 


=zs real help at last. It bodes well for our quest. The Golem 
Monsters 


=2t protects the girl has something that could prove very 

vhs , ; : ee + Greater Lycanthrope 

s2ful in the end...something unforeseen. My dear friend, | : f 
< your destiny before me, and it is terrible indeed, and ver ™ 


ave trust that all will be as I have hoped. 


Walkthrough 


Introduction 


—_= 


The level starts with a cutscene in which Claudia tells Gabriel her story and the tale of the Black Knight. She also 
describes the history of the city and how the monster's attack turned it to ruins. 


You recover the contro! in a large area; as Claudia has said, you need ao complete power crystal to activate the statue that opens 
the door. You need four Crystal Shards to complete one power crystal. 














) Forging a Crystal = 


f—) To create a complete power crystal from scratch, you need to merge 
four single pieces into one. These pieces are scattered around the 


—e 


map, hidden amongst the ruins. 


\) First Crystal Shard 
2. Start by walking toward the camera in the first area, and you'll find 


some stairs to the left as the camera swings around. Exit the initial 





area; you need to use a Grip Jump to hop over some debris on the 
ground. With this action, Gabriel lands in a combat area with some Lesser 
Lycanthropes. Destroy them, and head to the end of the arena until you find 
a dead knight with a Scroll below the next Grip ledge. Use the Grip to litt 
yourself up to the top of the ledge. 


Run along the narrow pathway heading to the left, and Grip Jump as soon as 
the floor collapses. If you fall to the ground below, just circle back and try it 
again. 


LYCANTHROPE BATTLE 


After jumping the gap, you stumble into a den of Lycanthropes. Take them oul 





and walk toward the camera until you see a purple glow. Walk around a short 
wall to find the first Crystal Shard. 





Second Crystal Shard 


P ) Walk away from the camera position to find the passageway in the 
back right corner of the area. Find the Grip Point above the dead 

end. Grapple to the top level. Walk toward the camera to find a dead 
knight holding a Light Magic Gem. 


Head down the stairs on the opposite end of the ledge. Jump down into the 
crevice and battle the Lycans. Round the corner and use the Grip ledge on the 
decorative wall on your right to work your way over the large gap in the floor. 


In the next dead end area, you find a Healing Font near the second Crystal 
Shard [purple glowing fire}. Defeat the attacking Lycans, then claim the 
shard. Notice the glowing, halfburied gear wheel near the large gate in this 
area. This is a device that requires a Combat Cross upgrade. You'll have to 
come back here later to discover the secrets beyond the gate. 


ee 


GATE WHEEL r 


Use the Stake upgrade on the Combat Cross (when you earn it) to ll 


crank the gate wheel. This action opens the gate, which uncovers the 


Dagger Upgrade from the Brotherhood Ark. 





Return to the decorative wall at the gap you just crossed. Before crossing tne 
gap, head to the top of the wall to find a destroyed room above. Insice, you 
can find a Shadew Magic Gem on a dead knight, You can also tind o large 


t 


belt of daggers in the adjacent room. Return to the climbing woll oursice anc 
cross back over the gap, 











WALK THROUGH: CHAPTER II 


Chird Crystal Shard. a 


p>) Head back oround the corner and find the Grip 
_ ledge on the decorative wall. Jump up and hang onto 
the next ledge above the glowing one. The camera 
exposes a Grip Point high up on the same wall. Climb 
up ine rope until your feet pass the dark row of bricks above 
the second Grip ledge. Swing out and jump and immediately 
latch onto the Grip Point on the adjacent wall behind YOU. 





Ramis wie Sl ee) ree oe 
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Climb up the rope to the second Grip Point, and then swing 
right to drop down and catch the Grip ledge on the short 
jutting wall corner below. Shimmy right along this wall, hand 
jUMp over o gap, and crop down onto a high walkway-like 
ledge. Be prepared to jump over a gap, as Ihe pathway 
crumbles under your feet as soon as you move away from the 
Grip wall. Before you reach the next gap that you must leap 
over, onother section drops out below your feet. 


Turn left on the small ledge across the gap and leap out 
and latch onto a Grip ledge. Shimmy cround the corner, 
jump to the Grip ledge behind you, shimmy right, and hand 
jump over a gap. Drop down to the slanted brick ramp 
[fallen wall piece) below you. 








) Greater Lycanthrope Battle. 


p) Follow the pathway down te on arena where you must battle ihree 


— Greater Lycanthropes. 


The key to surviving this battle is to use your light 
Magic to regain health ang your Shadow Magic to inflict more dam 

‘ith some luck, you will have seved some energy from previous conflicts that you 

-on use here. Toke full advantege of the grab moves once you have the beasts 


stunned so you can finish them of with stokes ond neck breoks. 


Find the Grip ledge in the back right corner of the arena. Run across the ledge and leap over the hole. Use the Grip ledges in 
next corner to reach the top of the wall, Pull yourself up, and you'll be facing a watertal! fountcin that spans an entire wall. Walk 
toward the camera on this ledge to find the third Crystal Shard. 


a) Fourth Crystal Shard 


J Follow the same ledge oway from the camera from the 


second Crystal Shard to enter a new area. Find o Health 
Font on the far end of the entry ledge to the new area. 


Drop down te the ground level, and you'll find a glowing pillar 
blocking o passage. To the right of that, you'll find the fourth and 
last Crystal Shard in o corner. When you acquire the fourth 
Crystal Shard, you also acquire the Dark Crystal skill. With the 
Dark Crystal selected, press and hold the Secondary Weapon 
button to destroy it, releasing the demon contained inside. The 
energy within a complete Dark Crystal can be used to not only 
destroy powerful foes, but also to power ancient devices. 


CAVE TROLL 


A Cave Troll crawls out of o hole upon inspection of the large 
glowing obstacle. Beat the Troll until stunned and then mount it 
Use the Troll to break down the obstacle in the next doorway, 
which creates a path to the beginning area. 


>) Statues and Light 


Now back in the beginning area where the Titan and 
Cloudia wait, the statue in the center of the room is 
operational (as long as you have collected four Crystal 
Shards}. Press the Use button while standing in front of the 
glowing statue. A light ray slices through the large stone door 
it's facing, allowing all three characters fo enter the next room 
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HROKEN CRYSTAL 


f you broke the crystal before solving the door puzzle (if you used it to summon the demon from the Shadow Plane), 


you can gather three more pieces from the crvstal spawn points distributed across the map. 


ore you leave the area, take the fused crystol 
-k from the slot in the statue. As the scroll 
~ sted, you'll need it for other locks. Follow your 
=sm inside the next chamber. 


‘ou'!| find another puzzle inside the structure. 
“sce the fused Dark Crystal into the glowing 
sstue in the back left corner of the large chamber. 
‘ith the loser shooting out of the statue, grab onto 
-s handle on the statve and turn it so the laser 
>cints at the statue directly across the room from 

Move to that nex! statue and turn the statue so 
a loser points to the third statue in the room. 
“low turn the third statue so the laser points at the 
-ext door. This opens the doors. 


“ith the final door open, you can now continue 
‘oward the next level through the open doorway. 


‘ou cannot take back the crystal from the stctue. 


WALKTHROUGH: CHAPTER II 








LEVEL E1GKC. 
SANCCUARY OF CICANS 





The three companions enter the chamber of the Titans EE ———————————— 
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What awaits them there is al] that remains of the great 
technology of the Aghartians. This battle will test them all, 
and there is no going back now. The board is set, the pieces 
in play, and we shall see what occurs and who will emerge 
the victor. The child and her Golem will help, and I hope 
once the battle is won that Gabriel will have the courage to 
do what is necessary. Necessary for our quest to succeed, 


tor there is still the matter of the Lords of Shadow, and 





their power is even more formidable. 


te, 
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lr” Pa wis 


The Moge Smits ‘were an n order of Mahe svisardle “whasea spec ecliseadii in 
the creation of powerful. artifacts. Most of their inventions were objects sk 
common use, ‘such os magical clothing or enchanted ‘wea SON. and. armor, 
but probably their-most i impressive creations were the Titans. These = 
olems of gargantuan proportions were built for. defensive purposes, but 
moges were forced to use them inthe course of the war against: the Dark : z! 
ards, during which east of Wl were destroyed, ~ eee 
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"After the iniro cutscene gree ths fiten reassembles a 
fully functional Stone tdol Titan, which is the second colossus 
boss in the game, confronts you. 


This « ‘enemy drops giant flaming boulders if you get too close. Also, 
being as massive as this boss i is, it makes the ground shake with each of 
ifs. steps. ieleeiite § you! lo jump to avoid being hit by the shockwave. 
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Find the Shadow Magic Gem on the dead 
Brotherhood knight lying up against a long rock on 


the left side of the arena. 





The basic combat sralegyld similar. ae Oe 
to the one used against Hrertee tice 2 os 
“you must climb onto its'bodytofind ~~ 8 oe 
“and: destroy the magic runes that animate — ns, =" 
it. ‘However, in this battle, you start the — 
‘ascension with a different method= you 
must first evade the Titon until it decides 
to throw a floating rock that surrounds 
its body. | 



































Once vad manag ah 
| momentarily, stunned—i 
oe Ney: uae ees 
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Bere 
Once on ihe right ies you ae my ¢ 
section to. section until you ‘are‘on 
must work your way down fo. the nee. 
magic rune. Again, hold: on. tight when 
magic runes ten times to. desiroy | hem. 






Once the right bnew? rune is ey tha Titer : 
reaches for you. You can. dodge to gain. access fo the 
swinging arm, but you will not be prompted to perform 
this tricky maneuver. To do this, drop down few rock 2 de 2 
levels on the leg so that when it swings, ‘the hand. lands.a bov 
you. When this happens, the swinging hand glows) indiesting 
that itis: ready for YOu: to Grip: BOOK: 








IF you hits Grove to the ground, you ace 
boulder back at the Titan and then: grapple to nick glowing lef 
hand that pounds the pcuna after a successful boulder return. 





Once on the lett arm, ‘climb 40 the elbow and hit the 
magic rune ten times to destroy it, While you are 








working your way up to this point, Claudia dis 

the Titan to help: keep you safe. As you did with th 
rune attack, as soon aos you destroy the tune on the: ell 
drop down a Bicut levels 50 ote next Hh seth: m 5$@ 





weit a = = 
= f =, 


are pf hehe sect 
i, 





— 
Pas 





fe Tee 
hi ‘lei TT} . ; - 
i} =r rT ld ih wey What — fs 
He ji | } 4 " th fu in | } ? 
j - a, ‘ Hh) hy | 1 y ia 
Tf oe tate eet) ee 
a f et ) A ; li | 


. i Ny ail 





a i. La , 
Ali ; hia ! 
f ’ t 
, | ‘ _ ng ’ ‘ iid | 
7 ; | .) ek 
| (o 4 aF plat | i 4 
= — i 
Us, alee ate! ly —e [ " 


7 
eo] 


RH 


" 


APTE 


| 


Cc 


we 
= 


WALKTHROUGH 


‘Crystal Chrow 





iaht Elbow Attack 
Head Rune Attack 
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Level Nine: 


ChE BLACK 
KDIGH 


A great victory! Gabriel has won the trust of the girl, and 


i 


together they wield a fearsome power. She is so young, 
so beautiful. Life is so fragile here on the edge of 
humanity, and yet in this unforgiving place she 
has managed to survive with the help of her Black 
Knight protector. Sleep will come and take them 
soon. Tired and exhausted, they rest, but this night, 
fate once again comes calling, and I fear my friend 


| never be the same again. 


Monsters 

_£ Block Knight Golem 
Unlockable Trial 

lee and defet the Back 
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es Golem was created using similar techniques to those involved in the 
ssesuction: of the Titans. However, a human bedy was needed to imbue the 
mor with great power, so Claudia’s father used the corpse of a mute killer 
ond weaved his soul within the armor to forge this magical being. The Black 
Segot requires souls. in order to function, so Claudia lures evil creatures so” 
at he may devour them. Despite this, the Black Knight is not evil; the soul. 
Se killer inside the ormor hopes for redemption. by. protecting his ward, 
eed sees a kindred spirit in the mute daughter of his creator, whom he has 
—=stually grown to love: 





The Black Knight goes insane after finding Claudia dead, and 
recklessly attacks Gabriel. This enemy is very slow, but his attacks 
are extremely dangerous, so your best option in this combat is to use 
the dodge to avoid his sword as much as possible. Remember to switch 
Se magic power from light to Dark, to heal yourself when needed, and to — 
flict more damage with your own altacks. | 


Using jump attacks is also a very effective way of avoiding the boss's ground 
ea atlack: If-your feet enter the oil, you are temporarily stuck and cannot 
ettock, block, or dodge: You are very susceptible to attack while stuck in the 
eal. To get free from the oil, ‘repeatedly tap the butfon indicated on the screen, 
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A Dodge move won't be enough to evade the 


damage when the Dark Knight punches the ground: 


you must jump to escape the shockwave. 





Once the knight suffers enough damage, he becomes temporarily deed: 
he also becomes immune to damage, which is symbolized by his health 
bor turning gray. At this point, you have to use the Combat Chain on him 
lo remove ‘his armor. Press the Grab button while the Dark Knight is glowing 
fo use the Combat Chain on him. When prompted, press the displayed button 
repeatedly. The first time you successfully complete this challenge, his armor is — 
ripped off, 


With no armor pieces left except for his helmet, the knight is almost done. 
The next time he is stunned, a successful Grip action causes Gabriel to jump 
on his back and struggle with the boss's helmet. Follow the onscreen button. 
prompts to beat the challenge. If you beal the minigame, the Dark Knight 






finally goes down. Mask-less and defeated, the Dark Knight implodes, andthe - 


Dark Gauntlet becomes yours—now @ permanent fixture on your orm. 











LEVEL ONE: 
ChE CHREE 
COWERS 


Dreams are a gateway to the mind, and now Gabriel has 






paid a terrible price for succumbing to his weariness. The 
many sleepless nights since his love was taken from him, 
the fear of falling into sleep, the nightmares that haunt him 
have all played their part. Did he murder this poor girl? 

Or is there some other explanation? Doubt gnaws at him 
now, eating his very soul. The Golem protected this child 
for centuries, loved her dearly, and there was no way he 
would have let Gabriel live, let alone give up the gauntlet. 
Few men could continue, most would abandon the quest, 
but something deep inside forces him ever onwards. A dark 
force has taken hold, and all creatures of the night will 


come to fear him now! 





Hidden Items 
+ 1 Life Magic Gem 
+ 1 Light Magic Gem 
Relic aa 
i Fonies 
_ Weapon Upgrade 
¢ Fairy Upgrade ee 
Monsters 
+ Greater Lycanthropes 
# Lesserlycanthrope 
Unlockable Trial _ 
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Walkthrough 





©) Dark Gauntlet 


® ) Gabriel continues his journey; he is getting closer to the first of the three Dark Lords. When you begin this level, the 
Travel Book opens to display information cbout your new appendage, the dark gauntlet. This piece of Aghartian mage- 
emith technology was not originally part of the design for the Black Knight Golem but was somehow magically melded with 


—_——— = —_ — — ae 


“= construct during the final stages of its creation. Claudia’s father included it because of the sheer power and the brute force 
sove the Golem. While he deemed it necessary in order to protect his beloved child, in truth, it has a much darker purpose. 


ee ne 
=») Dark Gauntlet + Shadow Magic 
P ) Approach the glowing statue al the start of the level 
and press and hold the Black button and the Direct 
4itack button together to charge up the attack and then 
==-:= the buttons to issue a massive punch that knocks the 
Sez o few yards in front of you. 
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CHARGED PUNCH - 
Tip: When using the Gauntlet Punch, the 

time that the button is pressed determines 

the strength of the attack. Hold the button 

to maximize the punch and move the statue 


completely with one hit. 





* .! The statue smashes into a gate, causing the wall to crumble 
4 Pr bit in the right corner. This reveals a Grip ledge that you 


“cm use to get over the wall, However, the gate is unbroken. 


“> creak down the gate, you need to combine Shadow Magic 





rh thie gauntlet. 


you need energy to do this, hop the wall, fight the Lycans, 
=--4 then find the Neutral Elemental fountain in the adjacent 
-curtyard found by heading toward the camera from the front 


e. Fill up on energy and then climb back into the original 
-ea using a Grip ledge in the back left dark corner of the 


td 


ree fo) 


amental fountain courtyard, 


Break the Gate ‘f 


Now full of elemental energy, enable Shadow Magic 





so you ore glowing fire red, and then use the Gauntlet 
Punch to hit the statue through the front gate. The statue 
is hit so hard that it continues through the gate and toward the 
edge of the chasm. Defeat the atfacking Lycans. 


You can use the Grip Point in the statue to jump to the other 
side. If you don't see the Grip Point on the end of the statue, 
then it’s not all the way te the edge of the chasm on the rails. 
Hit it again to make sure it is a!! the way to the edge, then use 
Hook Tip to grapple to the nex? landmass across the chasm. 
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Continue through the ruins and pass under the arch. Walk toward the ee Dark Crystal 


| camera to find a Dark Crystal deposit. ny Collection 
Jump to the next earthen platform to find a dead knight's Scroll. This Scroll merely The Dark Crystal 
specks of the knight's vague discoveries of this land. deposits like the one 


From the back right edge of this land found here on the en 


pillor, make a series of jumps to the right of this ledge provide 
ever multiple smaller pillars. The last oné full Dark Crystal. 
pillar before the larger landmass has two 
access points. You can land on top of the 
pillar and spot a Brotherhood Ark on the dropped by some 
next ledge [you cannot reach this until defeated enemies are 
you have o particular upgrade}, or you 
can latch onto a lower ledge and work 
your way around below the surface and up a full Dark Crystal. ft 


then use Grip Points to reach the next takes four shards to make 
landmass. 















Dark Crystals randomly 


only shards that make 






a complete Dark Crystal, 






which allows you to 






summon the demon 


from the Shadow Plane. 






DEMON FROM CHE SHADOW PLANE 
If you found the Dark Crvstal deposit in the 
beginning of the level. then vou have a full Dark 
Crystal. Try using it to summon the Demon from 
the Shadow Plane during this battle to wipe out 










all the enemies. This is a quick way to complete 
the battle. 















































WALKTHROUGH: CHAPTER Il 


Cwinkle, Cwinkle Little Fairy 


) Atter all the Lycanthropes are defeated, the fairies give Gabriel 
his new relic: the Fairy Blossom Container. After that, they fly 
towerds the ancient city door and fuse with the carvings in the stone, 
opening the door in the process. The receptacle given is used to safely 
store magic fairy blossoms. When used, the fairies sprout and attack any 
necrby enemies until the villains are stunned. 


“*) 
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FRAGILE FAIRIES 


The fairies are very fragile. When you use them, they consume 
their own health, exploding after awhile with a display of green 
Magic dust. 





Before you enter the temple, find the dead knight Seroll on the right side of 
the courtyard. In it, the knight describes a dream he had where he encountered 
the Queen of the Fairies, and with thal he died a satisfied soul. 


~ EL sid 
Che Cemple of Lycanthropes 
f) Inside the inner temple of the Lycanthropes, find the Neutral Elemental 
— fountain on the right near the first set of incomplete stairs. Further 
ahead, you find a glowing dead knighton the floor almost directly 

below a glowing broken beam jutting out of the top of some obstructed 
stairs. The dead knight holds o Shadow Magic Gem. 


Use the Spiked Chain to grab the glowing beam and repeatedly press the 
indicated button to rip the beam down, creating a few Grip ledges to reach 
the exit above. 


Use the Grip Point oulside to swing ocross the next gap to reach the wide 
ledge where a dead knight lies. He is carrying a Light Magic Gem. Return 
to the tower and enter the next oreo. 


In the middle of the courtyard, look for a bull statue. As you've done before 
(the last time you've seen one of these), pull the horn and turn the bull inc 
clockwise direction to lower the twin gates on the building showing in the 
background. Enter that tower now. 


A new glowing locked door is seen in the back of the tower. An onscreen 
message says thot you need to find three fairies to open this door, Defeat the 
attacking Lycans and then exit the tower heading through the left exit. 


Beat down the Warg in the next tower and then stun him and mount him. Ride 
the beas! back through the previous tower, and now take the right exit. Pass 
through an exterior wolkwoy and enter another tower. Inside this tower, take 
the left exit to reach o decrepit covered passageway. 















Sy) Second Floor 








Use the Warg to climb the glowing ving at th 
of the passageway. On the next level, you con ‘inc 
an exit on the left and right and a third one straight 
ahead forward. The exit on the left contains c Healing 


knight with a Shadew Magic Gem {come back here after 
completing your current task with the Warg). Head through the 


id 


far exit to reach a broken bridge. 


Use the Warg to jump the gap and then to destroy the Greater 
Lycanthropes on the other side. Once the battle is over, strangle 
and dismount the Warg. 
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A device in this combat area opens the doorway inside, but 
you must to deal with all the enemies before trying to open it, 
or they will attack you and interrupt the process. Approach the 
device and press the Use button. Press any button again when 
the center hale ring lights. Gabriel then begins cranking the 
wheel to open the nearby gate. 


right requires you to solve the magic puzzle in the room and 
then travel through the right exit, eventually recovering the 
second tairy that way. It’s best to leave the puzzle in this room 

ved right now and just use the Grip Point above the lett 
exit to trovel to the first fairy. 


a 
it 









Oe } s 
fe by First, move to the left exit [the balcony overlooking the cily below). Use the Grip Point above the exit to swing out of the 
te” tower, While you’re swinging, the camera angle changes, and you can spot another Grip Point a! the top of the tower face. 


= a fe ; ie ‘4 — TD 
Che yirst yairy 





When Gabriel is in the highest point of his swing, press the Grip button again to use the chain on the higher Grip Point, which 


~<2s you to a climbing area along the broken tower =” This leads to the tower top, where you find the first Fairy. 

After retrieving the fairy, walk toward the camera to find the 
Neutral Elemental fountain. Refill your energy on this, and then 
tind the dead knight Scroll to the right of this fountain. This scroll 
solves the puzzle in the tower you just left (blue, red, red). Good 
fd) To return inside the tower you just left, use the Grip ledge 
and Grip Point on the edge of the tower rooftop near the Neutral 
Elemental fountain and the dead knight with the scroll. 
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Che Second Fairy 


From the top of the tower where you retrieved the first fairy, continue 
— forward, toward the camera. Don't forget to fully recharge both magic 
energy gauges before continuing, as you must use those powers soon. 
Behind the neutral magic fountain, a Grip Point allows you to grapple 
back to the floor below. 


| The path that leads to the second fairy is locked behind o puzzle that must 
bé solved in order to continue: there are three stone symbols engraved in 
stone in the wall. With a magic power active, Gabriel can use the symbols to 
charge them with magic. However, the symbols can only be charged with one 


particular magic type; an incorrect guess will be only a waste of energy, while 
discharging any charged symbol. 





The answer to the puzzle is found in the knight Scroll found on the rooftop 
near the elemental fountain. The tip: blue, red, red. So. use Light Magic on the 
leftmost symbol and then use Shadow Magic on the remaining two symbols to 
solve the puzzle. When the puzzle symbols are correctly charged, the camera 
shows a giant device moving over the main building [out the right exit). 















Now, heag through the right exit to find a high Grip Point exposed on the 
statue that was repositioned from solving the magic symbol puzzle. Swing 
trom the three Grip Points on the three peaks of the statue, The third Grip Point 
allows you access to o balcony on another tower. 
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Enter the doorway on the balcony of the second floor of the right tower. Ins 
you'll tind two identical devices, one inside the room and fhe offer in th 
bridge that connects this tower and the next one. But as you quickly discove- 
there is only one handle to use them both. Find this handle through the lett exit 
af the bridge gate. Pick up the handle and approach the glowing 
there on the bridge. A Greater Lycanthrope attempts to make this 
difficult challenge. Defeat the Lycan, then pick up the handle cgai- 








tse the handle on the glowing mechanism on the bridge. Press 
say butten when the middle halo glows. This happens a few 

mes. This lowers the gate on the bridge. Take the handle out 
= the device and move back into the tower, and repeat this 
srocedure on the mechanism inside. 


nce this device has been used, the gate on the right side of 
‘he bridge opens, and the device in the tower opens the gate 
neor that mechanism. Head back out the left exit to the end of 
the bridge and use the Grip Point beyond the lowered gate on 
the nex! tower. Move around to the backside of the tower to find 
another high Grip Point, 


Grapple to the top and jump to the ledge to the left. Shimmy 
slong the Grip ledge heading lett across a gap anc then pull up 
to a platform where you'll have to climb a tew more Grip ledges 
ond use one more Grip Point grapple maneuver to reach the top 
of the tower. The second Foiry ¢ on the too of this tower. 


Walk toword the camere and fing the lower ledge on the top at 
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5 to the outside edge 
em 


this tower. Keep heading towarc the com 
to find a dead knight with o Life Magic 
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Che Chird Fairy 


Find the glowing ledge on the edge of the towe 





r to the right of the icaewst stone. Drop down a seule: ledges and use the 
s Grip Point to grapple down the tower. Along the way, you'll spot a room in the tower through a broken wall to the left. 


Use the nearby Grip ledge to shimmy to the opening and jump inte this room. On the Hoor, you see a dead knight holding 


a Shadow Magic Gem. Return to the outside wal| of the tower and continue your descent into the tower below. You'll soon 





aH 


recognize your position in this earlier tower. 













Return to the magic symbol puzzle tower and enter the exterior 
ese balcony through the gate that was opened using the handle 
found on the bridge. Use the Grip ledges on the wall on the 
right side of the exterior doorway. Climb up the outside wall 
as high as you can, hand jumping right over an obstruction 
and continuing upward until you must shimmy around o corner 
beam and continue to the top of the tower—no Grip Points for 
grappling needed. Find the third fairy on top of this tower. 


a 






Return to the central tower on the second floor where 

you found a Shadow Magic Gem. Use the Grip Point 
apove the hole in the Hoor of this tower to drop down 

to the lower floor {some minor ledge gripping is necessary, 

as wel). Enter the next courtyard where the bull lever device 

s ec ond detect the attacking Greater Lycanthropes. 

Detecting them with a Dark Crystal makes the fight easier, and 

eocn crocs o whole Dark Crystal when they die. 





WALKTHROUGH: CHAPTER If 


Opes consider using your newly found fairies in this 
tettle. be warned that they are very fragile, and you 
may have to return to the same tower rooftop ponds 


replenish your supply. 
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=r Lyconthropes break the bull lever, so now you must 

= way inside to the fairy door. Head to the right 
‘ower, and you'll find a Grip point on the side of 
the Spiked Chain to pull the stone out of the wall 


“= Sulton prompis fo successtully do this), creating a 
tural avalanche that reveals a few beams thai allow 


ump up to the small window above. 
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‘SEP Ss APY Bey ; Doorabll es Dork Lord 

a” 4) R wi ,~ ~ Relics 

Le i u ry WP $ Cyclone Boots 

> | M7 f : i. i P . ~ Unlockable Trial a 

tals RIS EEL SO) * + Finish the level and defeat the Dark Lord without using light Magic 
Gabriel has fought long and hard to get to this point, and tlh 





now he faces his stiffest challenge. The Dark Lord of the 

Lycans must be defeated if Gabriel stands any chance of bringing his beloved back. | fear he will suffer more than he 
knows once he discovers the truth, and yet his hatred and burning desire for revenge cannot be underestimated. He has 
the gauntlet and he has Gandolfi's weapon. He is a force that even the Dark Lord will struggle to deal with. Good...soon 
he will overcome this evil. Soon the world will be free of the Lords of Shadow and plans long dreamt of will come to 


fruition. Go, my friend...go and break this creature once and for all. 


Hammer Power 


The Dark Lord can use his evil magic to 


empower the hammer. When he uses this 





ability, the weapon glows with lighting ~ CROUBLE ID FAIRY-DISE 
energy. His attacks in this state are more 


Fairies have no effect on bosses. 
dangerous, so try to avoid them. 
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To defeat Cornell; dodge often while being particularly dutiful about 


jumping over his ground pounding shockwave attack. Use your quickest, 


mos! damaging blows, bu! save your Dark Crystal for the second phase 
of this battle. Fighting with Shadow Magic enabled causes significantly 
more damage than using the same attacks without it. This first stage of 
the boss fight should prove to us surprisingly easy, which should also 
score you a bit. 


Alter you've knocked all the health out of the boss, a checkpoint is 
reached and a cinematic plays. In this movie, the boss looks defeated 
at first, but then buries his hammer into the middle of the orena ond 
transforms into his next form... 





When the Dork Lord seems to ba defected, he 


channels the power of the moon to transform ‘ 


into-a monstrous giant Lycanthrope, bigger 
even than the Greater Lycans. He still uses the 
Cyclone Boots’ power, bul this time he uses if to 
make quick dashes and charges agains! you. 


Using your Shadow Magic now will not have as 
much effeci on the boss as it did in the first stage. 
However, now is a good time to use the Dark Crystal 
to. summon the Demon from the Shadow Plane. This 
takes aboul a quarter of the boss's health. 
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When you knock the boss's health down to about 5%, he. 
then concentrates his powers in the eight stone monoliths , 
surrounding the orea. This transfers the Dark Lord's life Fores cela’ 
the monoliths. From this moment on, the Dark Lord: is imm ie 
ie) damage. The boss’s health bor turns gray, representing he 
health “stored” in the monoliths. Now you must destroy the L 


monoliths to damage the Dark Lord. 






Once the eight monoliths are shattered, the Dark Lord is all but 
defeated; only a quick minigame more, and you will be able te 
claim his power. There are a series of halo ring challenges to 
complete the multi-leveled melee attack on the Dark Lord. 


It begins by a successful pull on the Spiked Chain te yank the 
creature onto its back. This is followed by a second similar 
move fo again yank the boss back to the ground with the chain. 


When the Dark Lord begins floating up-in the air in the blue 
rays in the middle of the stage, you must again press any 
button as the center halo is lit to pull the boss back down to 





ep into the oir, and you must press ony button at the indicated - 
sme to successfully catch if as it falls back to the a ad. 





Mext, you mus! successfully swing the hammer at the Dark Lord. 


Finally; you must successtully jam the broken hammer hondle 
Srough the boss‘s:mouth Gnd force it through: the back: et his’ | 
bead. That completes the boss: fight. : 


Pe ond Boats. These Slice \urslidies a wii berm 
you can also perform powerful: shoulder charges. 
Ts exil the arena, you hove to make use of your ‘new. relic: Only. 
a Cyclone Boo! sprint jump can get you out of there. To. eg 
ju st double top the leit stick in the direction: ‘you: want to: run. 
leap to the exit: hellway and then use the Grip ledges in the 
back {6 reach the high ledge, where you meet an es 
: as that will pee pou: to re) a destination: Dae 








SPRINC 


The sprint ability granted by the boots is not 
unlimited. Get used to the distance that you 
can run using them before trying to jump out 


of this arena. 


“ext, Gabriel pulls up cae: throws the hammer tone the ground — | 





















LEVEL ONE: 
MOuNcATN 
FORCRESS 


The deed is done. Cornell is no more. Such a pity that the 







brotherhood of light, the order to which we both belong, 


should also be the reason why the world is in such chaos. a —— ” 
Hidden Items 


: - 3 ¢ | Life Magic Gem 
a piece of the God mask. It is said this relic can bring back + 2 Light Magic Gams 


Gabriel, you have proven your worth, my friend. You have 









the dead, It is said this relic can bestow power beyond any 
t WwW eapon Upgrade 

man's reckoning. Now with the help of the old God, he 

t Foiry Upgrode +? 


heads toward the land of the vampires and further into the : 
heart of darkness. Monsters 










: Chupacabras rs Cove Troll 
+ Ogre ¢ Small Troll 












Unlockable Trial | i. 
t apa | eve us defeat aie via ba tis 
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Seats 
Walkthrough 


Mountain Crail 


e ) After being dropped off on a mountain trail by oc 
trail across ao shallow waterfall streom and then fi 





gicnt eagle that swears thot it’s not doing you any favors, follow the 


ve your magic energy using the Neutral Elemental fountain just before 
ine norrow mountain pass. 


== through the narrow mountain pass, you'll find a decd 
> ght on the ground just before the path bends to the righi 


=== heads to the entrance to a mountain fortress. The knight's 
><rol| speaks of an Ogre in the castle and mentions that 
ving something that mokes you run faster would help when 


=o fronting the monster. 


=sroach the locked doors of the fortress at the end of the 
>cuntain trail. You stand before the abandoned fortress that 
s=-ves as lair for the Crow Witch. Now with the Cyclone Boots, 
>. can perform a Shoulder Dash attack, which allows you to 

=-eak through some obstacles. Activate Shadow Magic, then 
sr2ss ond hold the Block button to charge the attack. Once 
--arged, push the left stick in the direction you want to break 
=rcough obstacles. In this case, it would be forward, and 

ou || be splintering through the doors. Return to the previous 
= =mental fountain and refill your gouges before advancing 
~rough the outpost. 















sons the covered hallway and turn right when you 
| the fork in the path. Around the corner, you'll find o 
d knight holding onto a Life Magic Gem. 
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Turn back and head left at the previous fork; and you'll come te a 
deteriorating section of the tower, which seems like a dead end. 

Walk off the edge and latch onto the Grip ledge. Work your way 

around the curved exterior wall to reach the continuing pathway on the 


other side of the tower. 


Baitle the Trolls on the pathway. These Trolls are cannon fodder and shouldn't! 
be a match for Gabriel, especially after you buy some of the new available 
combos. Once the enemy is eliminated, use sprint while running along the left 
side of the covered path and then jump over the gap fo reach the next side. You 
must jump over the smallest section of the gap, located along the left edge. 





<)) Path to the Fortress Entrance 





| Once you reach the other side of the broken bridge, another small 


group of Trolls ambushes you. 


DESCRUCCIBLE WALL 
Look for a secret breakable wall across the broken bridge. The wall 
houses another Brotherhood knight with a Shadow Magic Gem. To get 


to it, use a Shoulder Dash movement against the wall to demolish it. 





Back on the path to the fortress, you soon find a new obstacle: the gap can 
be crossed like the previous one, using the sprint. Remember to double tap 
the left stick to start the sprint and jump almost a! the edge of the plattorm to 


clear the gap. 


ee 


GRIP POINT GRAPPLE VERSUS SPRINC JUMP 


You can also try to use the Grip Point movement to cross the gap: use 





the chain grip on the glowing point on top of the mountain and move 
sideways while being suspended; you can jump in the direction that 


you are moving here. 








There is a secret zone, accessible through the Grip Point in the mountainsiae 
above the first gap. After using the Hook Tip in the Grip Point, clim& to the top 
of the chain, and you'll discover a ledge you can grip onto with your nands 
Moving to the right here reveals a new Grip Point, placed higher on tne 
mountain. Climb the chain up to the top ledge. Here, you'll find a Dar« Crysta’ 
deposit and a dead Brotherhood knight carrying a Light Magic Gem 


= a. 
= i 


Continue towards the fortress entrance. Along the way, you'll come a 
another gap to sprint jump across. The fortress's main entrance is 5'oceed 
Find the dead knight Seroll at the top of the steps before the bloceec 
entrance. You can climb the mountain to the left using the Grip Poros > tc 


areas during your ascension. The second grapple takes you to c /eco= *. 
Trolls. 
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Che Ogre’s First Appearance 


While dealing with the small Trolls, the first boss makes his appeorance 
a 4 as he ominously moves into position behind the wall. The humongous Ogre 
| starts punching the wall, trying to bring down the entire platform. After some 
»-s the lefimos? section of the platform falls down, along with anything standing 

=: |t. Be sure to stay around the right edge of the platform to avoid falling with it. 














“sé next Ogre hil clears the path to the continuing platlorm. Use the Grip Point to 
=~ ng across the gap to reach the ledge on the other side of the tower. The Ogre 
‘22p3 smashing the wall from the other side, eventually bringing down the criginal 
> attorm altogether. 





>\) Che Ogre’s Hand 


As soon as you reach the new platform, the Ogre furiously lounches a punch ot the wall, breaking it. This allows him to 
ge! his arm out through a hole. Now the Ogre tries to catch you ond squeeze you to death. This is also the first chance 
given to inflict some damage on the bass. 










The Ogre touches the platform, locking for a chance to grab you. After a few 
seconds, it punches the ground and moves its hand forward fo reach oul and grab 
you. If it does grab you, then you can repeatedly press the indicated button to stay 
clive and inflict some atiocks on the Ogre that not only cause some damage but also 
-auses the Ogre to release its grip on you. 


— —_—— = —_— —————___— — — -- ee 


COMPLETION CRIAL KELP x. 


Use magic! Use the Shoulder Charge to quickly get away from the hand 





before it has time to catch you. This keeps you from getting hit and helps 
with the completion trial. Additionally, use the Shadow Magic to reduce the 
hand's health in just a few hits. 





Some well-placed attacks force the Ogre to retract its arm. This happens when 
the boss's health ber is reduced to zero. This gives you time to reach the end of 
the platform before he recovers. Use the 


n Grip Points to grapple over the moat 


to the next platform. If you fail the second grip, the Ogre recavers, catching you and 


- 
J forcing you to replay the previous combct 


“Y. Boss Battle: 
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After crossing the moat, the full Ogre is seen for the first time. 
Notice the Neutral Elemental fountain over the short gap on the 
far left side of the bridge. You can replenish Light and Shadow 
Magic energy by standing close to the fountain—the gap does 
not hinder the process. 


The Ogre slams the platform, trying to hit you. You must unload 
your attacks on the hand when it hits the bridge, hitting it as 
much as possible before it retracts to launch another punch. 
i it-M@lolc-Mweol ifolel Mol g-MNl)) 0) ole) <o] 0) (-WavoMelolelel isle ME Millet tie] aa 


SHOULDER CHARGE DODGE * 


It is easier to avoid the Ogre’s attack using the Shoulder 


Charge. Perform a Dodge Roll with Shadow Magic enabled. 


GRAB Kiln “ 


When the health bar of a special boss monster turns gray, 
it means that normal attacks won’t damage him, and you 
haye to find another way of causing harm. Most times, it 


must be done with a Grip move. 


















The Ogre’s anger increases when close to half of its health 
is depleted. At this point, its health meter turns a solid gray, 
Mitel tert itveMuxedgutel Molicole Mian ative] oli AM-Wes \-Lollo] Melifela anol Kyo 
g-\-Lort-topamo MERI ard (oli Mile] mat (-\ol t-te lolol a ZohZ-Mel Mii) sole p 
The camera zooms in while the Ogre screams, forewarning 
of the hit. To avoid the wave, you must jump when it smashes 
the ground. If done correctly, the Ogre’s hand starts glowing, 
allowing you to use the Spiked Chain on it. 


ln a quick cutscene, the Ogre raises the hand, pulling up off 
the ground with it. Be ready to mash any button when the 
center halo ring lights. With correct timing, you attack the — 
Ogre, hitting it in the right eye before the monster has any time 
to react. The Ogre is now blind in the right eye. 
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fe: oa ir ond begins repeating fie lek pane hott phate of } 
| hi time, you spring” into. the air ohter grappling the glowing 
hen n entered:c on the Ss Oat! E in hand: Thiet is cob hd : 
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MIDDLE OF ChE ROAD 

So that you aren't wasting your efforts during this; 
phase, stand in the middle of the bridge so that 
the monster's head hangs over the pointy stone 
pillar when it screams. The pointy pillar is the 
device that actually kills the beast. 
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—\\ Inside the Fortress 


With tne Ogre dead, you can abandon the 
platform by sprint jumping from the right 


a 
id of the battle olatt ate | 
ena of ine pare * oTorm, Goross o arge 


gap and into the fortress through a broken wall. 


Follow the pathway until you drop down into 

a large hole in the floor. Here, you'll find a 
Brotherhood knight holding a Serell. Walk away 
from the camera and jump out of the hole to reach 
the continuing pathway. You'll tind a secret area 
behind a statue at the end of this hallway. 


After sprint-jumping into the fortress, follow the 
path and find the statue in the wall at the end of 
the hallway with the dead knight Scroll in the hole. 
You have to push the statue using the Gauntlet 
power (hold the Dodge button and press the Direct 
attack button while facing the statue). In the 
hidden area, you can find a fairy, and another dead 
Brotherhood knight with a Light Magic Gem. 


Follow the path left at the secret statue. You'll ( 
reach another area featuring o locked gate anc 
one of those glowing gears. You must come bac! 
here once you've upgraded your Combat Cross 
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SCHKE UPGRADE SECRET ROON i- 





Ince you ve acquired the Stake upgrade for the Combat Cross. return to the = ‘ 
wheel here to crank open the adjacent gate. Complete the halo ring challenge } 

to crank open the gate. Fairy Upgrade +2 is inside this <ecret room. | 
A 





“sking a left at the fork (where the right path leads to the Stake Upgrade Secret Room] leads to o dead end. Look for the Grip 
=32 on the right. Use that to reach a small ledge to stand on. Once there, you can find a high Grip Point that lets you grapple 
2 rubble-blocked Doorway. When you land in the nex! crea, a horde of Small Trolls immediately attacks you. 


—\) Cave Croll Rider 
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This time, the Small Trolls attack with greater numbers, but won't pose foo 
| much of a threat; use them to recover magic energy if needed. 

~2n the first Small Troll wave is eliminated, a Cave Troll appears through the round 
=< in the middle of the arena. Small Trolls won't stop appearing at this time, either. 


> eat the arena, you must ride on o Cave Troll and use it to smash down the metal 


=i & 


sso ot the farthest side of the arena. So once you've mounted the Troll, destroy the 


>| Trolls and then start punching the glowing gate until it is destroyed. The new area 
=vec's the fortress tower. 
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TOWER BASE | 
Continue through the gate towards the witch tower, At the top of the stone stairs awaits a new enemy: a Chupacabras. |r 
a short cutscene, this grotesque creature steals your relics and powers and then disappears in a puff of black smoke. 


You can continue forward, but you find the tower entrance blocked by a wooden door. To cross it, you need to recover the relics 
powers from the Chupacabras. The monster has Hed toward the exit on the left at the bottom of the stairs. Head back down the 
steps and take o left into the narrow nook and climb the ledges to pass under a tall arch doorway. 


There's a very large hole in the floor in the next area. Travel across ee . 
the boards on the left to reach the Neutral Elemental fountain, which 
is useless to you now thal the monster stole your relics. Just beyond 
the energy fountain is a column you can climb that allows you to jump 
backwards onto the adjacent scaffold. 


Climb the scaffold and use the high Grip Point to grapple and drop 
onte a beam (catching yourself by hanging by your hands). You'll see 
the Chupacabras on the ledge below your feet. Drop down to thet 
ledge. 





When you finally find the Chupacabras, a simple grab is enough to 
get all the relic powers back. 









Fill up on energy using the Neutral Elemental fountain and then once 
again, return to the stairs where you First found the Chupacabras 

at the tower base. Approach the massive doors. You must Shoulcer 
Charge on the door to break it, completing the level as you pass 
through the broken door. 
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$+ Holy Water Upgrade +2 


sa sad tale of the witch who guards this fortress. A sad 





of love lost. A tale not so dissimilar to our brave hero. Monsters 











+ Swordmaster 
+ Small Troll 


: pity is not something he can feel anymore. He is blind 






it. The pity of these so-called “evil” creatures will be laid 





le Trial 


sside for revenge. And so goodbye, once beautiful Malphas, | Unlockab 


su will trouble mankind no more, and when vou are gone 7 in rare anil dataot the. ces Rtn ie 
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Walkthrough 
) Witch Cower 


.\ 
L/ FIRST FLOOR 
Gabriel finally reaches the inside of the witch tower. Find the dead knight Seroll near the locked door belaw the bird's 
head. The Scroll leaves.a clue to how to get into the tower. The door is locked, and the door at the top of the siairs behind the 
cird’s head is blocked, so the only way 





upwards is climbing the exterior wa 


Find another dead knight on the stairs 
near the blocked doorway. This knichi 
nelds a Light Magic Gem. Heaa 

nrough the tall, narrow exit on the lett 


staircase fo reach the snow-covere: 





mountainside outside. 
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Secret Small Croll Cave 


Once outside, there is o secret path that leads to o Smo 
Troll cave below, Do not Grip climb up the right ledges 
yet: instead, from the first ledge, jump to the platform 
below, The camera shows another ledge further to the left. Take 
the leap to that lower ledge and then hang off the edge using the 






Grip ledge. A glowing Grip point becomes visible further to the 
right. Use it to reach a small cave beneath the tower. 


Inside the cave, you find some Small Trolls and the corpse of 

a fallen knight, carrying a Shadow Magic Gem. Detect the 
Trolls and refill your energy using the Neutral Elemental tountcir 
found near the front of the cave (head toward the camera to tinc 
it). The poth in the cave leads back inside the tower. You can 
break the door from this side, using o Shoulder Charge. 





“1. EXPERTENE POTN FARM 

Every time you find a spot like this Small Troll 
cave, with countless enemies and a Neutral Magic 
fountain, it isa perfect opportunity to earn some 
experience points. Also, remember to fully refill 
both magic meters after smashing though the 


door to continue the level completely recharged. 





Go outside again, and this time, climb the mountain ledges to’ 
your right. A Grip Point becomes visible from this point, allowine 
you to rappel and climb upwards, getting to o big stone gargoy! 
on the wall, Grip again to the top and climb until you reach the 
stained-glass window. This is your entrance to the second floor 
of the tower; just kick the wall twice (push any Attack bution 
while in rappel stance), take momentum, and watch how Gabrie: 
shatters the window and breaks into the tower. 





WALK THROUGH: CHAPTER LY 


©) Swordmaster Battle 


{) SECONDAND THIRD FLOORS __ 


In the second floor of the tower, you fight your First 





Swordmaster. These ore souls of slain warriors who didn’t leave the 
moterial plane and remain trapped. Their sole mission is to torment 
living beings. Once you have beaten down one to a certain degree, 
you can use the Spiked Chain on them to grab them and run them 
through to finish them off. Two more of these Swordmasters appear 
after you defeat the first. 


These enemies move very fast and can counterattack some of your 
skills. When fighting more than one, stay alert and keep an eye 
on the enemy with the lighting charged sword, as he is the most 





dangerous of them. 


Alter you've destroyed the three enemies, the witch opens the path 

to the next floor, sending some of her crows to break through the 
door blocking the way up. Follow the stairs to encounter a Grip Point 
grapple that takes you up to the next floor. 





cy) Chree Swordmasters 
P) 


i Leek 
, Three more Swordmasters appear on this level. This time, 
a 


a 





you face all three of them at the same time. 


DARK @RYSCAL? = 
If you still have a full Dark Crystal, this can be a good time to use it, as it is able to destroy all the enemies in a single 

blow. Fairies (with or without the Light Magic power active) can also help you manage the enemy attacks, thus 

having a much easier time of this battle. 











When oll the Swordmasters are dead, the camera revecis the 
Grip Point that'll take you on route to the top floor balcony. 
Climb the chain from the first Grip Point and jump to the Grip 
ledge to the right. Use the chain on the next Grip Point over the 
next orch, and then climb that chain all the way ito the top to 
latch onto the ledge to the right. Shimmy to the broken railing 
to reach the balcony. 


Before you exit the tower, head to the leh along the top 
balcony. Find the Health Font ot the end of the path. Follow 
the boleony around to the exit and refill your energy on tne 


Neutral Elemental fountcin on the bolcony. Notice the dead 


Brotherhood knight lying nex! to the fountain. He holds a Life 
Magic Gem. 


Climb the wall fo the Jett ot the balcony exit. Continue climbing 
and shimmying around corner 


ivi 


scattold, and nooks until you 
reach the top gargoyle From here, you can jump onto the top 
of the tower roof [no Grip Point chain grapples here). The climb 
shouldn't be a problem; just lock for the path before moving 
ond don't jump unless you see Gabriel looking for o potential 
climbable ledge. 


bi 
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. Boss Battle: 
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As soon_as you set one foot on the tower rooftop, the Crow 
Witch makes her grand appearance. The first thing she does is 
throws three eggs at you. If they hit the ground, they immediately 
release her Witch Children on impact. Try not to get hit by the eggs, 

as they inflict heavy damage. During this first phase, you should be able 
to throw at least one of the eggs back at her by grabbing it with the 
Spike Chain and following the onscreen left stick rotation. Hitting her 
with her own egg causes her major damage. 





“After throwing her eggs, the witch starts flying in: niles around the tower, 

stopping every once in a while to attack you. One of her attacks is a sonic 
wave that can stun Gabriel, leaving him defenseless against her children. | | 
When you see her screaming, waich out for the circular. distortion areain = eS 
the ground—it i is not too difficult to dodge « or ‘jump over the shockwave, i> colpeee ss 
but it can surprise you if the attacking. children distract j jou. ‘For this : 
reason, concentrate on taking out the Witch Children. ‘firs } a : 
you do get stuck in the sonic wave, Tougeiedy press poke dicot id 


on the screen to break free. ~§ <i = 
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Another of the witch's attacks is the crow swarms. When she Py 
is about to launch one of these attacks, you'll see her children 
covering, and the camera focuses on her. When she stops, all 
the crows following her rapidly fly towards you. This attack 
cannot be blocked. To dodge them, pay attention to the swarm 
liming, and use a lateral dodge lo avoid it, 


The only moment that the witch is vulnerable is when she stops 
in midair to summon more of her children; you need to exploit 
that action in order to damage the witch, by returning the eggs 
to her in midair, After some attacks, her health bar turns gray 
again, and her body glows. At this point, use a Grip action 
when close to her to jump onto her head. The witch starts 
flying away. In the following minigame, you force her to crash 
into the tower, remaining stunned for some time after, - 


During the cutscene, press the displayed button as fast as you 
can to ram her into the ground. 
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LeveL OnE: 


VEROS WOODS 


$o it seems Pan has saved Gabriel once more; his arrival 
is most fortuitous! Gabriel now enters the outskirts of 
the vampire's territory. A cold winter has gripped this 
land for centuries, driving out the inhabitants to warmer 
climes. Those stubborn enough to stay have contended 
with the cold death that visits them each and every night, 


taking their loved ones away forever. The vampires thrive 


in the cold and terrorize the living who crave warmth and 
companionship. This night, a warrior will come. A knight 


in shining armor with death at his side. He comes for you. 


Creatures of the night! 





Hidden Items 


# 2 Life Magic Gems + | Shadow Magic Gem 


Monsters - 


¢ Warthog 
¢ Small Troll 
Unlockable Trial == 
+ Finish the level recovering your relics from the Chupacabras in 
less thon three minutes since stolen | ; 
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¢ Chupocobras = 
+ Goblin 
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Walkthrough 
>) Return of the Chupacabras 


The escape from the Crow Witch Tower ends in o frozen, labyrinthic forest, The pathway splits in multiple branches, some 
of them leading to rewards and others ending in combat zones. 





Detect the Goblins at the first fork and then take the pathway to the left ot 

the first fork to find @ Fairy Blossom. You could use these fairies later on. 
Head back to the fork and take the right pathway to find a Shoulder Charge 
Sestructible wall in a short path on the right easily seen from the main route). 


Behind this first breakable wall, you find a Dark Crystal deposit that partially 
fills your crystal meter. There’s also o nearby dead Brotherhood knight with o 
Life Magic Gem. 





As soon os you enter an open clearing along the main rovte, a Chupacabras 
Oppeors onda steals the relics from you. Without the relics’ powers, you won't 
be able to exit the forest, so you must find the Chupacabras and force it to 
return them, 





“L_ LIscen up! | 
To find the sneaky Chupacabras, sometimes you have to pay close 


attention to your surroundings and listen closely for the little 





monsters voice. It tells you how close to it you are, 






The Chupacabras left you relic-less and powerless in a zone inhabited 
by mountain Goblins. This variety is fiercer and tougher than the other 
Goblins you've previously encountered, so try not to lose much time 
fighting them. Your best bet is to run directly for the Chupacabras to get your 
relics back. You'll have more opportunities to vanquish the Goblins later. 














There is a path on the left in the Goblin camp, but ignore it for now. The 
Chupacabras has teleported to another exit, the one at the back of the area. 
Run out of the camp using the right pathway. As soon as you get close, the 
monster vanishes again, disappearing in a cloud of black smoke. 


Just a few yards from where you saw the Chupacabras disappear outside the 
Goblin camp is a crossroad where three paths fork from the main road. Take the 
center path, and soon you reach the Chupacabras, which disappears again. 





The center pathway leads directly to a small Goblin encampment, 
where a bunch of these pesky creatures attack you. A Warthog 
accompanies them. 


SECONDARY WEAPONS — 
Without the relics, you cannot use the Light Magic to recover health, ~~" 
However, you still have secondary weapons, Using the fairies gathered 

earlier to stop some of the enemies from attacking is a smart tactic, but 





be careful not to use them all; you'll need them again soon. 


Beat the Warthog down and mount it. You must ride on the Warthog to break 
the Goblin encampment door down. After mounting, just run towards the gate 
to charge against it, 


With the door destroyed, you can eliminate any remaining Goblins and move 
forward. The Chupacabras appears a few meters away through the broken 
door and then teleports to a ledge above. 


This same location features a Health Font and a dead Brotherhood knight. 
Dismount and defeat the Warthog, replenish lost health, and grab the Scroll 
from the knight, The Scroll hints at using fairies to distract the Chupacabras. 


To reach the Chupecabras on the ledge, climb the wooden scaffalding 
starting with the Grip ledge above the dead Brotherhood knight. Shimmy 
around the corner and pull up to the top of the ledge. Now just jump to the 
right over the gap, toward the Chupacabras’ hideout. The Chupacabras will 
zap you off the ledge. 


The key is to take heed the knight's message in the Scroll. Release some fairies 
to distract the little monster, and then jump to his ledge. Pull up to the cave 
entrance and grab the Chupacabras while it is glowing and distracted. Now 
you get your relics back, 


Chupacabras’ Cave . 2 
Look inside the Chupacabras’ cave. There's a dead Brotherhood 


knight with a Scroll inside. The Scroll speaks of Dark Crystals, an old 
man, and the mysterious relics. Now that you have your relics back, 





head to the back of the cave and take advantage of the Neutral Elemental 
Fountain to fill up your magic meters. 












WALKTHROUGH: CHAPTER \ 


>) Grabbing Goodies before You Leave 


P ) Before leaving the forest, why don’t you explore it again? With the relic powers back (especially the Dash), you can 
discover more than one secret area around the level, Return to the three-way fork just beyond the first Goblin camp. 
Taking the leftmost rood away from the camp places you at a 
breakable stone wall, Use Shoulder Dash to break the wall and 
find a Life Magic Gem on a dead knight along with a Dark 
Crystal deposit. 





. Ss — — eee 
a i, | ee 
= a i, " r ‘ 





z= a Be 
| - 

Head back to the three-way fork and take the middle or 

rightmost pathway and just keep heading left at the next fork. 

You'll reach another Shoulder Dash wall. Beyond this one, you 

find another Dark Crystal deposit and a dead knight with « 

Shadow Magic Gem. 





o>) Path to the Village Ee 


Either head beyond the Chupacabras cave and drop 

down onto a lower path to reach the continuing path, 
or head back to the first Goblin camp and take the left 
path within the camp. You'll reach a Shoulder Dash breakable 
wall near a Neutral Elemental Fountain. 





After a new encounter with o few Goblins, you'll drop down 

to. a wider path, which is blocked by large stones. This is alse 
the left fork in the first Goblin camp. Use the dash (with the 
Dark Magic power active, press Block and then move the lett 
stick in any direction) to break through the stones. If you don’t 
have enough Dark Magic, you can go back and get some from 
defeated Goblins, 


Just through the broken wall lies a dead knight near a column 
of stones on the right side of the road. He holds a Scroll. The 
knight writes about being close to Wygol and Vampire Castle. 
From there on, enjoy the view of the Vampire Castle as you run 
along the snowy path towards the isolated village. 
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LEVEL CWO: 
‘Hidden Items _ 
i 1 Shadow Magic Gem 


se - 


= 
= 


This village is one of the last vestiges of human civilization ‘Weapon Upgrade — : 
left in this place of death and cold. It lies not far from the : Ghoul 
Vampire's Castle, our next objective. I have some matters ~ Relic 


to attend to here, matters that could spoil our plans. | will : Sicke 


‘Monsters 
+ Ghoul 
 Grlockable Trial 


deal with them and try to rendezvous with Gabriel later. 
He has not slept in days, not since the girl. The pain is 
etched on his face still, but in his soul only hatred drives 


him. We will not speak of it. He must not know | have seen 


og Zobek ta.kill asingle Gh 


everything, that | have followed him this far. 
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6) Soon after entering the village, you find Zobek 
praying over a body in the cemetery. He informs you 
that the vampires ravagec the village alter hearing that 
you killed the Dark Lord of Lycanthropes. You can’t help but feel 
a little guilty for the village’s loss. These people's only hope 
lies in an old abbey, not tar from here, but the mad abbot who 


asily. 


ip 


lives there won't give up the relic se 
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Sam WALKTHROUGH: CHAPTER V a 
Walkthrough om 


Che Village 


2) In the beginning of the level, you find yourself | 


in a dark alley leading to the village's main 


ae he | 
sic 





—= 


throughway. There is a secret in the firs! building on 
your right, but since you don’t have Seraph Shoulders 
yet, you'll need to come back when you do, 
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~ WINGED CHALLENGE 
When you have both Shoulder Dash and Seraph 
Shoulders, you can break through the wall at the 





top of the stairs on the first building on the right 
in the village (located at the beginning of the 
level), Shoulder Dash through the exterior wall 
and then use the wings while in the back corner 
of the room to reach a ledge with a Brotherhood 
Arch on it. Open the arch to earn the Holy Water 
Flask Upgrade + 2. 





After the cutscene, you find yourself in a graveyard, accompanied by Zobek. Soon, o new type of enemy attacks you: 
Ghouls. These enemies can vomit poisonous goo and feed on corpses to regain health 

























After killing a Ghoul, don't move too far from its corpse; other Ghouls try to 
devour it to recover their life, so it's best to wait around and guard it until the 


Ghoul corpse disappears. 


The Ghouls emerge from holes in the ground found in various areas around the 
graveyard. The first one is on your right as you begin the challenge, the oreo 
where the Ghoul in the cutscene came from. Fortunately, a large statue, which 
seems pretty unstable, stands next to the hole. With the help of Zobek, you can 
knock the statue down over the hole, obstructing the Ghouls there. 


DROPPING THE FIRST STATUE 


Use the Spiked Chain to grab the glowing statue near the Ghoul hole. Press the 
Area Attack button te call Zobek to help push. Press repeatedly on the Direct 
Attack button indicated on the screen to pull the statue at the same time that 
Zobek pushes it. Look for a final button press (Area Attack) indicator on the top 
of the screen to finally topple the statue over the hole. Some Ghouls may escape 
during this last stage, but the toppling statue usually squishes these blood bags. 


DROPPING THE SECOND STATUE 


Immediately after you neutralize the first Ghoul hole, mare Ghouls start spawning 
from another hole to the left. This time, the statue is not close enough to the active 
Ghoul hole to push it in. You have to get behind the statue and push |t using the 
Gauntlet punch. Then, repeat the same minigame used during the firs! stctue 
topple to knock this one in the active Ghoul hole. 


DROPPING THE THIRD STATUE __ 
Find the dead Brotherhood knight with the Shadow Magic Gem (9 ‘= Soc« 


right corner on a pile of rubble. 
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sure fears up the ground at the back ot the cemetery, and 
>-ouls emerge From it. By this time, you know what to co, but 
~= you cannot get behind the statue blocking the entrance to the 
=s+ the hole. Find the breakable wall around the left corner of 

entrance. Use Shoulder Dash to break into the crypt. Refill 
-2-3) on the Neutral Elemental Fountain in the back corner. Use 

‘Aagic with Gauntlet Punches to move the statue fo tne hale, 


-s+. repeat the previous steps fo topple the statue into the final 
~cle. The third statue partially falls over the graveyard’s exit 
= slowing you te fully open it with a Shoulder Dash to get to the 
sum in the next yard. 


Che Relic in the Mausoleum 


P ) Fil your health meter using the Health Font on the laft side 
— fe sausoleum entry stairs. To the right of the entry stairs, you 
= across a dead Brotherhood Knight. His Scroll explains that Light 
-'c is the only thing that can dispel the Ghouls’ poisonous vomit. 
~=-2 inside the mausoleum, you discover it seems to have no exit. 
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Step up to the altar and receive your new Combat Cross 
upgrade: Stake. The artisan who made the chain and 
Hook Tip for the Combat Cross wanted to give the 
weapon even more options for hand-to-hand combat, 
especially against supernatural creatures of the night, 
and so he designed the Stake attachment that eventually 
gave the Combat Cross the nickname of “Vampire 
Killer.” 


With the Stake Cross in your hands, the strange gear 
machine glows on the left wall, hinting a possible 
interaction with it: press the Use button while close to it 
to start the challenge. You must stick the gear and crank 
it four times by pressing any button when the center halo 
glows. This opens the exit near the mechanism. Enter 


that doorway to end the level. 





LEVEL CRREE: = 
ABBEY CACACOMBS 


We delve deep below the abbey ready to face the evil 
confronting us. The abbot, Vincent Dorin, was once a 
good and kindly man who helped the people of Wygol, | Hidden Items — 
but now he has become a devious coward who has holed + | Life Magic Gem i 
himself up in the abbey and rigged it with traps of cunning. ” Monet Rete | 
The people, unprotected, have paid a heavy price for his . 


¢ Ghoul 
treachery. Night has fallen outside, and we will be open — — 
as j Unlockable Trial 
to vampire attack at any time, We must be on our guard. SN i 
+ Finish the level without allowing Zobek to fall c single time 
during combat 


We must work together, if we are to succeed in acquiring 





the relic that the abbot guards. This will help us greatly in 


defeating the vampire horde later. 
Walkthrough 
>) When Vampires Attack 


Gabriel and Zobek are together in the catacombs that connect tne village graveyard and the abbey. Shortly after they 


enter the area, vampires attack. The vampires appear in wove: Te open the exit at the far end of the room, you musi 
figure out the mechanism in the middle of the room while fending of the vampires. 





Find the handle that operates the door mechanism in the middle of the ->2™ Place that handle in the mechanism and then turr 
lo slowly open the exit. As soon as you release it, the mechanism resets. so Zobek's help is needed, What he will do is hold += 
Nk mechanism (thus the gate) for enough time to lef you cross under the cove Defore |: closes, 
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=< mechanism using the lel stick. 
=: its furthest push point, press the disploye 
=-+2k for help. The trick is to make sure 
--sires before trying to open the gate, 
sy or Zobek to release the handle, \ 
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=u can cross the open door and reach the : 

- but something must be done for Zobek, wh: 
vampires in the first area. Lucky for him, you can 

= in the second chamber to break a hole throug 

scte—using the Shadow Magic plus Gauntlet 

_ don't use Shadow Magic, the punch will not 
- You must use these combined powers o few times t 


~= stone close enough and then through the gate. 


ee 
P= | 
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- +9 the original chamber and help Zobek deteal the 
wave of Vampire Warriors. Once Zobek and Gabriel are 
-aynited again, replenish your energy using the Neutral 
-+ol Fountain in the second chamber and then continue 


_--ds the abbey. The large door at the back is closed ond 


--tad: you need two keys to open if. 




















SA Both keys can be accessed by heading through the metal gates found 
on either side of the second chamber. To open the doors, you use two 
door mechanisms like those you found in the first chamber. Each one is 
connected to the nearest locked door; they only lack the handle needed to be 

able to manipulate them. 


Head back to the first device in the first chamber and take the handle out of it, 
Open the right door first. There is a small passageway with a deadly trap that 
activates as soon a5 you enter. 


The ceiling starts falling down over you and Zobek, but luckily for you, Zobek 
stops it over his head. Al the same time, he urges for you to do the same with 
the next one, which has started to fall. 


COLLAPSING CEILING 


Mave as fast as you can towards the next ceiling slab using the left stick. As 
soon as you start to hold it, repeatedly press the Direct Attack button until 
orompted to press the Area Attack button to tell Zobek to advance to the next 
block. The whole sequence repeats twice. 


After escaping trap, look for the Cloister Key in a nearby candlelit nook. Just 
arab it and head back through the previous hallway (gears pull the ceiling back 
nto place, making it safe to travel through] to the previous door chamber. 





) Second Abbey Cloister Keys ai 


| You can find the second key by getting through the lett door. 





Grabbing the handle from the previous device and using it an the 
mechanism near the left door helps you begin this quest. Once you've 
opened the door, take the handle out of the door mechanism and bring it 
with you into the new area. 


When you enter the large chasm, the last key can be spotted in the center of 
the gap ona currently inaccessible pillar. To reach it, use the handle on the 

mechanism on the far end of the entry platform. Call Zobek over to hold the 

device in position while you get on the cart that was moved to the end of the 
platform when you cranked the device to the furthest position. 


Jump on the platform, and Zobek then moves it to the opposite ledge, Follow 
the ledge to the center pillar and claim the Cloister Key. Now head back fo the 
previous ledge and follow the path toward the camera to tind a step bridge 
where you can find a dead Brotherhood knight with o Life Magic Gem. 


Continue heading to the left on this bridge, and you'll find you can drop ott 
the edge to reach the original ledge at the entrance. Head back to the ceor 
chamber with the final key. To open the locked door, place both keys in tne 
slots on either side of it. Follow the large stairwell up to the inner cloister 


~\ Che Abbeu’s Inner Cloister 


> i 
| , -side the abbey, you and Zobek must cea! with 
—  =-sther of the abbot's puzzles: some kind of 


= s=ortation wall stands in one of the cloister corridors 
-ross through it, you are magically tronsportec bac 
- =» /ng seal near the entrance. 


—=-tive is to get to the door that leads to the library, but 
- < teleporter sends you elsewhere before you can reach 





= -enter of the cloister, you can use a strange piece of 















-s-y to manipulate the portal system. 


-=- similar devices found in the same level, this one is 
-> o fundamental piece: the metal bar used to spin the 
---em, You can find it nearby, in the passageway that 
--: ‘he cloister. More precisely, find the dead Brotherhood 
--> a the middle of the courtyard. He’s holding a puzzle 
cz of Seroll. Enter the passageway entrance that this 
: head and spear are pointing toward. 


lust inside the passageway entrance is o breakable wall. Use 
Shoulder Dash to penetrate the wall, and then find the device 
nandle on the ground in a small room. Return to the courtyard 


mechanism. 


insert the handle into the device, Now that the mechanism is 

complete again, you can use It to modify the position of the magic 
seal that marks the teleport destination: as you rotate the device, 

| the camera points to the seal, showing you the location that you 


| 


will get to after crossing through ine ma 











Puzzle Solved! 


To solve the puzzle, you have to spin the mechanism’s arrow until 
—— it points to Location #4, which is 270° from its initial position. 





You need Zobek's help to beat the puzzle: he needs to grab the handle 
after you get the device in the desired sosition and then hold it for the time 
that it takes you to quickly get to the teleport wall and jump through it. 


“L_ LIGHC MAGIC BEM 

One of the teleport destinations (Location #2) seems to lead 

nowhere, but instead allows you to enter a hidden room with 

a dead Brotherhood kmight holding a Light Magic Gem. Once 

you have the prize, climb the wooden wall to the right of the 
, knight and hand jump through the hole in the top of the gate 

Neg =" ax | wall to drop down into Ghoul battle. Defeat the Ghouls and 


return to the courtyard mechanism. 




















HEALTH FONT AND KNIGHC SCROLL 

Point the device at Location #3 to find a Health Font and a 
knight with a Scroll. The Scroll speaks of the dead knight's 
anguish. Use the Spike on the Combat Cross on the gate 
gear to leave the small cell. 
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LEVEL FOUR: 
ABBEY CIBRAR 


The traps laid by the abbot have proved tricky, and yet 
ve have managed to break into the inner cloisters and 
ne library is close at hand, if memory serves. My friend 

oks weary and troubled. The weight of the world on 
us shoulders. I can see he is holding a terrible secret deep 
within. He is trying to bury it, and in its place the anger is 
-aking over. We must not delay. We must find Dorin and 
cake what we need before we are dragged down with the 
zuilt. The need of the many outweighs those of the few 
now, We can shed no tears for those lost, we must be strong 


and we must destroy the Lords of Shadow at any cost. 


—7 


- Library Corridors 
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* ) You and Zobek are now free to enter the library. 


Follow the rightmost corridors to the end to find a 
dead knight holding a Light Magic Gem. 


nines Items = . - 
ae Light oy Gems | Shadow Magic Gem 


Monsters - as 


+ Animated Armor + Gremlin Che Library 
Unlockable Trial Pi Enter the doorway along the lett wall, and you'll 


¢ Finish the level and beat the mirror a lights puzzle in less than “enter the abbey library where a cutscene plays. Zobek 
2:30 minutes moves forward, and alter looking around for a second, 


hints at the existence of a secret entrance to the abbey tower 
bot hides. At the same lime, some pieces of armor 


m onew enemy: Animated Armor 





) Animated Armor 


_" 


) Zobek is trapped behind an iron gate onc this time asks tor your help. You must protect him while he inspects the library 
shelves, looking for o secret entrance. You must Getect two Animated Armors. They don’t take much damage until you 
remove their shields. To do this, beat on them unt 


raise their shields in Front of them. The shield will glow 
when if is time to try to remove it. Use the Spiked Chain to 
grab onto the shield, ond then repeatedly press the inci: 
button to pull the shield away. With the shield gone, you 


normal attacks now inflict more damage. 


Be sure to jume into the air jo avoid the Animoted Armors 
te 
ground pounding shockwove attack. 


When the enemy's body glows (which happens with around a 
quarter health remaining), press the Use button to jump onto 


the enemy and pull at its chest armor. Complete the halo ring 


challenge to successfully pull the chest plate open. Then, press 
the indicated button repeatedly to jam the Combat Cross inside 
the chest and unhinge the life that is cnimating the ghostly 
armor. This is a finishing move. The enemy is eliminated after 


this move, if done correctly. 


SOMERSAULC ACCTACK 


A very useful movement against the Animated Armors 
is the Somersault: hold Block and then press the Jump 


button to leap over the closest enemy. Then strike from .: “npn t aren reese nen — 


its back. where the armor is most vulnerable. 


. 
Finish the two Animated Armors, and Zobek will find what he was 
looking for in the next cutscene. Zobek tinds and pulls a lever that 
opens a secret exil in the ceiling on your side of the locked gate. 
You leave the room through this secret passage using your Hook 


Tip while Zobek hangs back to defend the entrance. 
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The abbot had a goed ideo to defend against the vampires: a set 
- of doors that can only be opened using the power of sunlight via 
~irrors mounted on statues to redirect the light beams. 





a 
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The library is divided inte three zones. In all of them, the objective is to 
‘rect the light ray toward a door with a sun symbol. It is a puzzle similar 
to the one found in the Stone Idol mausoleum. Find the hint Scroll on the 
body of the dead knight found at your feet the moment you enter the aitic, 





where the first light and mirror puzzle is located. 





















Fill up on the Neutral Elemental Fountain in the first area. There is only a 
mirror statue in the room, so push it to the light beam using the Gauntlet 
Punch and then rotate it so the beam bounces on the mirror toward the door 
+ the back of the room with the glowing dot on it. Find the dead knight on the floor in the books to the left of the light source 


window. He holds a Serall. It’s a tip instructing you to use fairies on the enemies here. 


initially, the second puzzle area seems identical to the first one, until you realize that there is no reflector statue in the secona 


‘oom and the beam is stopping on the bookshelf, which cannot be moved. 


Enter the third room. Gauntlet Punch the statue near the bookshelf into the path of the beam. Turn it so if shines diagonally to the 
wall of the first room (refer to the picture).Exit the third room out the rightmost door [adjacent to the mitrer you just moved). This 


next room is @ book depository, Heod to the end of the hallway and turn left to find a dead Brotherhood knight with a Life Magic 


Gem. 


Now head back and continue down the right pathway (the only remaining untraveled route). This leads to another mirror. Use 


Gaunilet Punch on it to move into the doorway at the back of the same hallway. Head back to the mirror you moved prior to this 


one in the third room. If if isn't aimed up properly already, turn i! so thot it hits that last mirror you just moved inte the doorway, 


This opens o door to the stoirwe!) behing the bookshelf in the some room. Head upstairs. 


The last zone is the hardest. Now upstairs, defeat the flying Gremlins and then move around the balcony corner until you reach 
the closest statue. Gauntlet Punch it once toward the balcony rail and then again toward the light beam. 


Rotate this mirror until the beam hits the second statue a few meters away. Make sure to enter the small gazebo at the bottom of 


the short set of steps behind this mirror statue. Break the stuff on the floor to uncover a dead Brotherhood knight on the floor. He 
holds a Shadow Magic Gem. 


Now the ray must be redirected to the other side of the room, Head to the second mirror statue and stand on the left side of it and 
Gauntlet Punch it into the direction of the light beam being thrown at it. 
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- this second statue along its own path uniil it 
- 5+ its rail. Turn the mirror so that the beam is r 


= the gap and through a small hole in the apocsit 
sw the ray to the other side of the room, where you * 
=e mirror statue. Gauntlet Punch this mirror statue to | 
>> of the corner in its rail system. Just get |i out of the w 
= current light beam direction tor now. Use a Shoulder Dash 
-é breakable wall the beam is currently targeting. IF y« 
=< energy, you can tind a Neutral Elemental Fountain in the 


sus large hall. 


=<at the Animated Armor in the newly revealed room, then 

‘let Punch the mirror statue in this room into the peth of the 

~* beam passing through the hole you put in the wall. Now 
‘ne mirror so the light is bounced onto the small wooden 


n the back of the room. 


sc enish your energy and then Shoulder Dash through this 
door. Now the way is all clear; all you have left to 
: to push the statue that sits on the rails behind this broken 
> the end of the rails (closest to the broken door), and 


== turn it to face the last door at the end of the same hallway. 


‘er the now open door fo end the level. 





The tower at the Abbey of Wygol was once a place where 
men of God sought knowledge and protected the people 
with Christ's love. Now it is the refuge of a man driven 
insane by fear. Dorin has abandoned his people to death or 
worse. A powerful relic keeps the vampires at bay, and we 
must take it if we stand any chance against the Dark Lord's 
minions. | know of a secret way that will take me to the 
top of the tower by a different path. Gabriel will have to 


find his own way for now. 


‘Hidden Items 
+ 2 Life Magic Gems 
Relic ae 
+ Holy Woter Flasks 
. ‘Monsters | 
¢ Ghoul 
Unlockable Trial = 


—, = 


Gremlin 


+ Finish the level. after finding and destroying 100 breakable objects 
before the cllotted time runs out 


Walkthrough 


Fd 


Fortified Cower 


Atter beating the puzzle of light and mirrors, you 
stand in another cloistered area; the fortified tower 
of the Abbey is the last obstacle in your way to get the 

‘ne abbot keeps to defend against the vampires. 








=: js surrounded by a moat filled with deadly wooden spikes; a [all here 
= 52 fotel. Leave the tunnel ond enter the moa! pathway. To the lef! of your exit, 
“2 2 dead Brotherhood knight with o Scroll. The Scrall speaks of Dorin’s traps 


sidden relic. 


~= ‘ight out of the original hallway, you hove a run-in with Gremlins and Ghouls 


-=m out with extreme prejudice. 


=== ‘c the end of the right pathway to find o broken area in the short wall that 


/ou to access ao covered brick passage. Walk toward the camera first to find o 


<== =rotherhood knight with a Life Magic Gem. 


=ove away from the camera and follow this passage to another area that look: 
= = exterior area you just left. Find a Scroll on o knight lying beside a dead 





_ 


nis Scroll is ao great tip on receiving Neutral Elemental Orbs. Defect the Gh 


en 





- =remilins in this oreo. 


jmp across the gap in the pathway here, and you'll reach the tower entrance 
= comera shows a wooden bridge at the other side of the moat; it is raised right 
Sut you can pull from its top with the combat choin until it collapses. Press 


=> while the bridge is glowing to use the chain on it. When prompted, press the 


> syed button repeatedly. 


‘he boards into the tower entrance and deteat the Gremlins. After dealing with 
them, you can safely star! the climbing area. First, use the Combat Cross Spike 





“2 gote wheel to pass. Follow the stairs around to the climbing woll. 
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DEFEATING FLYING CREATURES = 
| The best way to deal with a flying enemy such as the Gremlin is to 
usually wait for it to get close to you, and then grab it (pressing the 


Use button). 





While climbing, watch out for unstable ledges, and try to jump 
from them as quickly as possible. The falling debris can also 
throw you down while grappling; jump backwards to ovoid this. 


Once you reach the first rooftop, continue forward, where 
you'll find another building to overcome. You must dash and 
jump to reach the ledge of this building. Around the First 
corner, you can find a ledge with a dead knight holding a Life 
Magic Gem. Return around the previous corner and continue 


shimmying right to follow along the climbing path, jumping 
back and forth from wall to wall in this narrow alley. 


When you reach the top of the second tower, grapple through 
the boarded window to enter the building. Inside, you'll meet 
up with Zobek again. 


In the ending cinematic, you find the abbot, Dorin, and the 
relic he hoards to himself. You take it and exit the tower, 
leaving the abbot in an unprotected state. The Vampire 
Warriors claim another victim—holy or not. On the way ou! 
of the tower, a wounded boy points you in the direction of o 
village in need of help. Zobek stays behind to assist the child. 
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LEVEL SIX: 
BRAUNER 


The power to defeat the vampires is now in our hands, and 
that bastard Dorin has no doubt met his maker. If anyone 
deserved death, it is he. No one will shed a tear for his 
miserable life. Countless others have met the same fate by 
his hand. The quest is going well, we have what we need to 
confront the Dark Lord and I sense Gabriel's determination 
to see this through. The vampires must know we have the 


relic, and | am sure they will move to stop us, if they can. 





t Finish ihe level after attacking the Elite Vampire four consecutive 
times with its own blade 


a 






i = Boss Battle: 
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Now you Rad yeutelb bask Th the village fo by vampires 
ina full-scale attack..In the initial alley where you begin this 
level, refill, your magic with the Neutral Elemental Fountain and 
replenish lost health using the Health Font. Use the Grip Point 
above the flaming crates blocking the entrance to the village. 


EY WATER RELI 
= Toh AeLI ! 


Gabriel took a relic from the abbot, which is especially 


destructive against Vampires: Holy Water Flasks. These 





can affect most enemies, but vampires suffer more 
damage from them than others. You can also use them 
with the Light Magic power enabled to create a protective 


shield around you, which reduces 1 incoming damage. 


‘A few waves of Vampire Warriors attack you when you enter 
the main street of the village. Use Holy Water on them to really 
soften them up; they'll love it. Use grabs.os much as possible-to _ 
finish off the vampires quickly. After annihilating the Vampire 
Warriors, the big daddy shows up to the fight. ff 
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Geutenant Brauner, the Elite Vampire, is a powerful enemy who-uses mos!ly 
melee attacks. He also carries a long throwing blade, and he can transform 
sata a. group of bals fo move quickly around the arena. 


LONG THROWING BLADE 
“When the boss uses his blade for the first time, the 
camera shows you a close-up of the weapon as it 


flies toward you. If you press the Grab button while 
if is in mid-air, you return it back toward the enemy, 


inflicting heavy damage. 





You have to lower nieve boss's health until you stun him: This happens. 
when his health drops by half. The beginning of this:stege occurs when 
you knock him to the ground: As soon as he gets up, he is stunned, swaying 
and glowing. Approach him and press the Use button to begin the minigame 
where the end result hos you ripping his wings off with your bare hands. This. 
is done in two halo ring challenge moves. 


“Continue the botile and stun hima second time. This is usually possible when 
he-has about 10% of his health remaining. Again, he will fall'ond then stand 
up and glow while swaying. Approach him and press the Use bution to begin 
the finishing move minigame, 


The first halo ring challenge has you smacking | his jowls: with the Combat 
Cross. The second halo challenge is blocked even if completed correctly. . = Se 
Then, a struggle occurs. Press the: indicated button tepectedly unfil o.cinsmalic=.. 9" ee 
shows you break free and quickly. Steal the boss's long thre wing blade from” ic. = 
his back: Next, you slash the boss's arm off and then slice him down the 2 
middle. You finish nip with the Combat pied s Sicke. ewe! the heart. 
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LEVEL SEVEN: Walkthrough 


CASTLE SEWERS 


Wygot village is safe, for now. The vampires have lost one of ! ) Following the indications of the remaining villegers 
Gabriel is going to enter the Vampire Castle througr 

the old sewer system. A cave in the mountainside lecc: 

Dark Lord quickly. This is a blow, bur it won't take long for to the sewers. You can find a Health Font os soon os you ente 


$$$ $$ 


Pipe Mania . 


= 





their commanders. Brauner, and news will travel back to the 


them to regroup. Luckily, one of the villagers has revealed to —_—the sewers. Refill your life energy before moving forward. 

us a secret path into the demon’s castle. This will lead Gabriel | 
Soon, you notice that o stream of sewer water flowing through - 

ito the sewers and then up into the very jaws of death. The pipe in the wall blocks the continuing interior path; don’t try tc 


villagers called him “God Savior,” and his weapon they called cross it, or it'll push you into the muddy waters below, which s-= 
' eet we Si , =< infested wit iads. Ins ? the lev ihe wall before 
Vampire Killer.” Ah, Gandolfi, how that would make you ested with Naiads. Instead, use the lever ll | 

é : the weter stream to stop the flow from a few pipes temporari!) 
smile. As for me, once my business here is done, | shall follow 


my friend and aid him where | can. 


_———— as a — 
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“Hidd en Items 
ae | Shadow Magic Gem 
Monster 
t Skeleton Wartior 





Unl ocksoy Trial 





NEUCRAL ELEMENTAL FOuNcAIN 
Continue past the first water hazard to find 

a Neutral Elemental Fountain in the next 
corner, This fountain, although handy, is what 
makes it difficult to complete this first task, 
because while you are refilling energy, you are 
not moving quickly enough to get past the 


second water hazard and into the next area 


over the bridge. 









| 
"As fast as you can, sprint all the way past the first pipe, 





“ the Neutral Elemental Fountain, and then the second water 
sine (double tap the left stick te sprint) on the bridge. There is 
snother mechanism between the position of the two pipes, but 

| con't bother with that now; just concentrate on getting to the 

=her side before the water flows again. 


.3¢ the Combat Cross Stake on the glowing gear on the left side 
ot the new room, While turning the gear in a cinematic, o new 
ype of enemy shows its bony face. This is a Skeleton Warrior. 





» Skeleton Warrior Battle 


p The most noleworthy feature of the Skeleton Warrior 


is that the first time they are defeated, they can 
reconstruct themselves and be made ready to continue 
fighting. To avoid this power, use a ground attack such as the 
Gauntlet Punch agains! their bones to completely destroy them, 


Once you deal with all the skeletons, use the device found in 
the arene again. lt opens one of the gates of the sewers. Once 
done, head back to the bridge and use the lever there to open 
the gate just below. 


Jump down into the first muddy sewer and find the dead knight 
Scroll at the bottom of the firs! set of stairs. There is a slight tip 
at the end of this document concerning the very frustrating gate 
trap you are about to encounter. 








of the area to find an island in the poison and mud with another dead knight. 
This knight holds a Shadow Magic Gem. 


Now head through the opened gate into the second mud onc poison area. Cross 
to the opposite platform. Before you pass into the next area, stop at the doorway 
and head to the island in the corner toward the comera [front left corner of 





the room). Here, you can find a dead Brotherhood Knight with o Seroll. This 


one features a tip about taking out Skeleton Worriors’s bones so they con't 










Before you pass though the opened bridge gate, head to the back right corner : = eee 
reanimate. Now heed into the next hallway to beat the floor spike puzzle. 
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(> ) Even though the castle is centuries old, some of its traps still work. 
| » Only a tricky corridor stonds between you and the exit. At one end is 
| a metal gete that sloms shut on approach, and at the other ena is the 
| mechanism that opens the gate. The mechanism on your side of the hallway is 
a large button embedded in the wall. It can only be activated with o powerful 
hit (the Gauntlet Punch should be used; press and hold the Block button and 


then press the Direct Attack button). 





As you move toward the metal grate on the floor, the trep activates, and 
dozens of metal spikes emerge from holes, instantly killing anyone standing 
over them. Your first thought would be to punch the bulton and sprint towards 
the open gale: only, the gate slams shut when you leave the spike orate 


The answer is in the silver daggers; charge them with Shadow Magic tc 


ich 
ib 





to the closed exit gate and throw the Shadow Magic charged dogger cf the 
button down the hall ocross the spiked floor. The door opens, giving you more 


SPIKED FLOOR PUZZLE SOLUTION _. ° 
them enough power to activate the button from a distance. Just stone nex! 


than enough time to exit the trap. ° 
Once through the gate, simply use ‘he single Grip Point ot the tor of the chasm 
to grapple out of the level. . 








LEVEL One: 
CASCLE 
COURCYARD 


Jespite his best efforts to try entering the castle unnoticed, 


-né vampires know that Gabriel is coming. Night is fast 
spproaching, and soon he will have to use all his wits and 
powers to defeat what nightmares inhabit this place of 
seath and decay. His strength grows by the day, and yet his 


anger intensifies deep within. He eats little and sleeps less. 


LPs 


he is there in his thoughts, his beloved Marie, he knows 
‘hat his journey is far from over. This castle I fear will push 


aim into the abyss from which there is no escape. 


WALKTHROUGH: CHAPTER V 


: 






I 





. | “Seay. 


Lat 
mi i) 


Si SS 
SF baka kee! oan 


= 





ST i 


a E 


SE Keke § 


‘Hidden Items 


+ 1 Life Mogic Gem 


Monsters a = 5 


+ Animoted Armor 
$ Skeleton Warrior + Warg 
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Unlockable Trial ae > 


a= 


| Finish the level and kill three Skeleton Warriors le you ae 
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¢ Vompire Warrior 
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The Vompire Castle finally stands before you. To get out of the chasm, climb across the middle beam and climb up the 


opposite wall until o Grip Point is seen near the top. Grapple climb to the top. With your feet on the ground again, you 


foce the castle's moin entrance. 


As you enter the courtyard, the camera shows a magnificent view of the front of the castle. You can find a bag of daggers by 


sprint jumping across a large gap near the locked entrance to the maze garden. 











Te continue forward, you must climb the tower on the left side of the courtyard (next 
to the Health Font] to shimmy and jump over the left edge of the gate that separates 
this courtyord from the next. 
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<~\\ Animated Armor Battle 
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In the ground in the center of the second courtyard, there is a metal grate 
that you can open using the nearby Stake mechanism. This is the entrance 
io the castle dungeons, your next destination. As you start to manipulate the 
Stake mechanism [or if you get too close to the castle door], two Animated Armors 

| materialize in the courtyerd and attack you. 


It's nearly impossible to fully open the grate with the enemies attacking, so defeat 
both of them before continuing. Once done, you can safely open the grate on the 
ground ond jump to the darkness below. You have a narrow window of opportunity to 





jump into the hole before the grate closes again, so be quick alter opening it. 





WALKTHROUGH: CHAPTER VI 


) Castle Dungeons ¥ 


You are now in the castle dungeons. The vampires 
keep savage beasts like Wargs and Trolls in cages 
here, ready to be drained of blood. Walk toward 
the camera and use the Neutral Elemental Fountain at the 
beginning of the path. 


In this area, a couple Skeleton Warriors rise from the ground 
and attack you. While you are occupied with the Skeletons, the 
vampires open one of the cells, releasing a Warg; as you have 
done before, you must mount it. Sometime during the battle, go 
get the knight Scroll from the dead knight in the far back left 
corner of the hallway. It speaks of the Wargs and Troll captives. 


LIFE MAGIC GEM 


The first cell on the left side of the hallway (nearest 
to the Neutral Elemental Fountain) can be broken 
using a Shoulder Dash. Inside the cell is a dead 


Brotherhood knight holding a Life Magic Gem. 


The Warg can climb the glowing stone pillars on the right side 
of the dungeon. Just get close to it and press the Jump button. 
Once at the top, kill the vampires using the Warg, and then 
dismount and jump through the hole in the ground. 


KNIGHC SCROLL, HEALTH FONC, 
DARK @RYSCAL 

Cross the plank between the ledges at the top of 
the dungeon, and you can find a Knight Scroll, 
Health Font, and a Dark Crystal. The Scroll 
speaks of a Holy Water + Light Magic trick that 


creates a shield around the user. 





>) Dungeon Batt 


F 


P Follow the tunnel rooms to a small arch opening. Head through there to hang jump down to another dunge< 


team of Skeleton Warriors attacks. In the back of the hail» 


Defeat the skeletons first before attempting to open n= o== 
on the Neutral Elemental Fountain in the next stoirwe 
and then climb the winding stoirs up and out of the == 





“VEL CWO: 


z into the castle will be more difficult 
Gabriel will have to navigate the 
in this place, a man can be lost forever 
the creatures that haunt its labyrinthine 
sé gardens were once the most beautiful 
and many pilgrims would visit the castle 
ands far away to witness their timeless 


they lie wasted and rotten, decaying as their 


— the level after dsfesilag 15 ree in. aa than 
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Heading through the initial tunnel places you in the 
Maze Gardens. 


Head to the right until you reach the large arch with 
overgrowth along ils walls. Inside the arch is o tall column that 
you can push using the Gauntlet Punch. 















Climb the column that you just moved by using its Grip aoe You con use its 
Grip ledges and a simple jump to reach on cdjacent column on the other side 
of the hedgerow. 


The key that you're looking for is inside the large greenhouse ouilding in the 
center of the area, but don't rush toward it yet; you need the help of one of the 
spiders in the area fo reach the entrance. 


| SPIDER CIP . 
. — 
You can save yourself some time if, before opening the door to the 
greenhouse, you use the spider to break doors. 
| | : och 
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) Spider Hunting 


Ignore the paths thet open at your left and continue toward the back 





right section. |t is a small arena where Giant Spiders attack. Instead 
of killing the monster, stun and mount it. 


ee 





” arrow 
P | With the tamed spider, go back to the entrance, and from the edge 
as of the gap, press the Direct Attack button to force your mount to lay 


| a web bridge over it. 


Once you have opened the path to the greenhouse, cross the web bridge to 
enter. Find the dead Brotherhood knight on the ground fo the right as you 
enter. He has a puzzle-solving Scroll. 


Beyond the knight, you find a puzzle similar to the one played during Pan's 
trial. Press the Use button on the glowing statue before the fountain. In this 
challenge, you have an unlimited number of moves to get the three statues 

looking at the center of the frozen fountain. 





G WALKTHROUGH: CHAPTER V1 











a —— i$j.- — 2 


>) Fountain Puzzle Solution — | 








B ) The objective is to moke all three of them look toward the center of the fountain. The basic mechanic is the same as Pan's 
puzzle: rotate the three puzzle sections where the movements of any one of them affect the others. There's an extra layer 
=* difficulty: the statues spin alter rotating around the fountain. 


=~ c=) crazy thinking about movement combinations; the solution 
==- essier than the one from Pan’s puzzle. Just move the middle 
=< cockwise twice. Once you've done this correctly, the key 
| ec in the center of the fountain. The correct placement of the 
| == =stues makes the key to the castle appear in the cenier of the 


a. 


=o. You get it automatically, Go back outside the greenhouse, 







3 the web bridge again. 
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The gardens exit has o large metal door that must 

be broken. A spider is again the answer for this task. 
Find the dead knight Seroll just yards away from this 

Zoor. It speaks of spider silk. Go to the same oreo where you 

zot the spider before, attack and mount another one, and use 

ts ranged attack on the closed door. Press the indicated button 

repeatedly to bend the door open with the spiderweb. 








=») Betore Dismounting or Exiting... 


A couple areas from the map have hidden goodies. In 

the first nook, use co tamed spider to weave o web brit 

over the gap, Inside the small nook, you con find o deo 
Brotherhood knight with o Shadow Magic Gem. 


In the other similar nook, use the Spiked Chain te grab and pul 
the statue over that is blocking the secret nook. Inside is a dead 
knight with a Life Magic Gem. 


Use a Shoulder Dash on the brick wall to break through and 
find a dead knight holding a Light Magic Gem. 


With the path to the castle cleared, head wp the stairs and use the 
key on the first gate. Head through the gate and you'll find yourself 
back in the previous area explored during the last level. 


Find the daggers on the right and then sprint jump over the 
large gap. Use the climbing wall near the Health Font to reach 
the other side of the gate. Head to the front doors of the castle 
and use the key on the slot on the right side of the massive 
entrance. In a cutscene, you enter the castle, 
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rime is running out. Night is almost upon us. Soon the 
=stle will be swarming with vampires. Those who are 

Sé most gran of their kind are able to take on the 
==2rd now, for appearances can be dentin: | have heard 

=st in this place, one may face ones deadliest foes without 
“ezlizing it until it is too late. 
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¢ | Light Magic Gem 


Hidden Items 
i 1 Life Magic bem 


‘Monsters 


t Animated Artaar 


W eapon Upgrade 


i Dagger Upgrade +5 
Minigame Unlock 
+ Vampire Wargame (See “Extos" from the Moin Menu) 


| Unlockable Trial 
4. finish the iti Lond 
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=) Roasted Vampire 





) Once you enter the castle hall, vampires attack 
= 4 immediately. To stop the spawning of enemies, you 
have to use the power of sunlight to burn them and the 
holes they hide in. 


As you could see outside in the previous level, the sun still 
shines brightly in the sky here. The only thing that prevents light 
from illuminating the halls are some antique tapestries hanging 
in front of the windows. If you move close to them, part of it 
glows, hinting at a possible interaction: press the Use button to 


use the chain on them and then pull to reveal the open window. 


LIGHC FIGHC 

Use the spaces created by the shafts of light to fight, 
most vampires avoid entering them, allowing you to 
attack from inside the light. 








The first window's tapestry is held by nothing more than a rope. 
The following window is covered by three boards, which must 

be removed individually, one at o time. Once a board or rope /s 
grabbed with the chain, press the button displayed repeatedly wher 
prompted to yank if down, 


The exit from this first half of the hall is locked; you can only oper 
the gate using the Stake mechanism, but before attempting this 
you need to kill all the vampires and disable the enemy generctc’ 
or there won't be enough time to complete the action. 


) Second hall 


P ) In the second hall, you have to repeat the same actions 
"that you took before, illuminating the entire area with 
window light. However, in this hall, you must deal with 
Vampire Warriors as well as a single Animated Armor. Allowinc 
the sun to shine into the room stops the vampire generators, 'e* 
you concentrate on the puzzle that unlocks the exit door. A cdeoc 
knight Seroll is in the back left corner. Along the right wall is 
another door controlled using the Stake mechanism. Open thi: 


gote and enter the nex?! room, 


) Chird Rall 


The third hall looks almost like a chapel. Find the deoc 
knight in the middle of the floor. He holds a Scroll tho 
solves the magic rune puzzle. 


the rock on the left side of the room and use if to reach ™ 
above, A dead Brotherhood knight holding o Life Magi 
is on the ledge of this cicove. 


‘in this third room, you must use the two mirrors 
sné in this third room ond one in the first). So, neac Doc 
rst room if you haven't already moved the mirror to the = 
‘s rail and turned it to direct the light into the seconc “= 









| i | 


- the second hall. Position the mirror so thot the r 
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WALKTHROUGH: CH HAPTER VI oS Sls 


‘let Punch the mirror statue in the third bell tc the lef and then punch it again along the continuing rail leading 
fection from the first room is directed into the mirror, which is now in 


--3 hall, and bounced inte the door in the third hall. This opens the door in the third hall. 


ranrth Kall 
Fourth Hall 


Fill up on magic energy using the Neutral Elemental Fountain in the fourth 


hall. Now you can solve the rune puzzle. This involves the two runes on 


either side of the door you just opened and the three runes inside the small 


‘avious room, you now have what you need to solve the rune puzzle. 


CIGHC MAGIC GEM 

Before you get to the dead knight mentioned above, look for steps that 
lead down, which are to the right of the cross planks. They are hard to 
spot from above. Continue down the stairs to find a hidden Brotherhood 


knight lying in a small room. He holds a Light Magic Gem. 


st the back of this new room. Using the Scroll obtained by the dead knight in 








Following the color cede in the Scroll, 


hit the runes in the small nook in the 
fourth room with the correct magic in 
this order: 








Description 





"Fourth Hall Nook Fer 
Left Rune | Red (Shadow Magic) 
Center Rune | Blue (Light Magic) 
Right Rune Blue (Light Magic) 
Third Hall Door 


Left Door Column Rune | Red (Shadow Magic) —_| 
Right Door Column Rune | Red (Shadow Magic) | 
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O\) Puzzle Aftermath 


ne”, The wall in the back of the fourth hall nook opens and 


clouds cover the sunlight that’s kept the vampires at 


Lt 


bay. Now as the darkness sets in, the vampires’ courage 
and exploration increases. They soon file into your room. You 
must defeat a few waves of the non-stop supply of vampires 
before the gate in the next room opens far enough for you to 
escape. Throw everything you have at them, and don‘! spare 
the Holy Water. After defeating ao few waves, sprint for the next 
large chamber and veer right for the wide staircase. Enter the 
next room where you'll meet a female vompire, Laura. 


—_—__—__—., 


>) Vampire Wargame 


| Immediately after crossing the door, you'll be 
surprised by a young female voice. The vampire girl, 
Laura, is waiting for you in the games room. After the 
cutscene, you have the choice to ploy a little strategy game 
with her, and if you choose “yes,” you won't be able to leave 
until you win. IF you choose to skip the game, you don’! win the 
points associated with winning the challenge. 


In the center of the room, there is a giant board game, ready 
to be played. The objective of the game is to annihilate all the 
pieces of the opponent. It is a simple wargame where each 
player controls a vampire, o Lycanthrope, and a necromancer. 


During each turn, players determine which pieces con be 
moved using a spinning wheel. When they lose two pieces, 
they are granted a second spin per turn. After losing another 
two, they receive a third spin. 


All the pieces can either move to an empty square or attack 
an adjacent enemy piece during a turn. Apart from having 


different statistics, each piece has an extra power: 






War Piece Abilities = : 
} Con drain lite from an adjacent piece, dealing less damage 

| but healing themselves in exchange. | 
Con move two squares instead of one; they also have the most 


powerful attacks, | 


Can summon a Zombie anywhere in the boord ond con 
| attack at two squares of distance, ignoring armor value. 





Vampires 





Lycanthropes 





Alter the wheel stops, press Light or Shadow Magic buttons 
to switch between pieces of the selected type (only if more 
than one is available}. Select a destination square for the 
action using the left stick, and press the appropriate button te 
Go the desired action (the action buttons change contextually 
gepending on the selected piece and square). 


Alter completing the game, find the Light Magic Gem on the 
dead Brotherhood knight in the back right corner of the game 
board. Approach the beck left corner and head through the 
exit to complete the level. 





LEVEL FOUR: 


REFECCOR 


se has the body of an innocent child, yet the wits and 
-snning of a seasoned predator. She will kill Gabriel in a 
artbeat if she could. Beautiful Laura, who was turned 
many centuries ago, has lived a lonely, cruel existence ever 
ace. Gabriel will have to be very careful from now on, as 
~e can be sure that her “mother,” the one who commands 
rere, is now fully aware of his presence and that Laura 


till has some part to play in our tale. 


Hidden Items 
+ | tife Magic Gem 


¢ 2 Shadow Mogic Gems 
Monsters _ 
| 
£ Skeleton Worrior 


+ Animated Armor 
+ Evil Butcher 


Unlockable Trial 
+ Finish the level oad daft hE 
Ase if the objects in the kil 4 


cher afer he uss ot east 


WALKTHROUGH: CHAPTER V1 


§ Walkthrough 


Disgusting! 


P ) After the cutscene, Gabriel leaves the game room 
and enters the refectory. The lords who inhabited the 
old castle used to eat here, but now it’s used by one 
of the few living beings that remain here, the Evil Butcher. 
Smash items in the initial hallway for weapons and ting the 
Neutral Elemental Fountain just before you reach the balcony 
overlooking the large dining room. 


ty 
\v 





While overlooking the dining room, you'll see how this monster “works.” 
Watch os the Butcher carries some “food,” to the center of the room. After 
that, he rings a bell, and some Ghouls appear from holes in the wall to 
feed on jt. Alter that, the Butcher retires back to the kitchen. 


You have to defeat the Butcher to continue. To access the kitchen, however, 
you must repeat the steps you saw him do in the cutscene; that is, feed the 
Ghouls. Defeat the Ghouls on your way down the stairs to the refectory. 


Smashing the left dining table reveals a dead knight Scroll, The Scroll 
describes a much-needed key that the Butcher owns. 


ee 


| » Feeding Ghouls 


r — 
i 


) Enter the paniry through the open doorway in the back lett corner 

of the dining room. Inside, you'll find some “food” in a glowing 
vat, Grab it and leave it on the glowing plate in the center of the 
dining hall. 


With the food in its place, you can now ring the bell on the back right 
corner of the same room [you sow the Butcher ring it in the cinematic). 
During the time that the Ghoul gates remain open, use the Grip Point on 
the open chute door closest to the camera on the right side of the room. 


Between the Walls 


—_ | 

P ) You enter a small passage between walls. At the first intersection, 

— walk toward the camera to find a dead knight holding a Shadow 
Magic Gem. Then return and take the unexplored path at the 


previous fork to trigger a cinematic. 





You have to pay attention to the Butcher 
whenever he decides to pick up an item, and 
then react accordingly to avoid suffering the 
effects of his special attacks. 


<a 
a # 










‘Beatin the fight ewig jaune as rie sucker 
approaches. His first Clic could possibly be fire Bleoind= 

attack. This always occurs just after he picks. up o pot of spicy 
sauce. Use rolling dodges to avoid this attack. Or better yet, | 
) See him ond attack him while he's preoccupied with fire, 
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combos, but jest be cautious bout stringing te 
“$0 you can tif iene un ‘ es 


Holy Water does a wunbiee on aS as, it kn c dow 
ope inflicts a oak amount of diese: Thre: all you g a 





When his life is almost depleted, the Butcher drinks 
hit contents of the pot boiling on the fire and uses 
the pot as a helmet. This gronts him: immunity against 
your attacks. To defeat the monster, first use any gerial combo 
on him to make the improvised helmet spin. Then, while the 
Butcher remains disoriented, grab his sword (pressing Grab 
while it glows) and beat the miniganis to ily defeat him. 


While the sword is glowing, press “a Grab button to. use 

the chain on it. When prompled, press the displayed button 
repeatedly fo struggle with it. Gabriel quickly realizes that if he: 
lets go, the outcome would be quick and simple. 
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With the Butcher down, -you_can grab the Evil Butcher 
Key that opens the access door back to-the refectory 
(the door to the left of the key in the 
kitchen). Defeat the Ghouls and enter the 
pantry where you found the Ghoul food. 


Use the key on the door in the pantry 
and find c Life Magic Gem on 
the dead knight inside, and 
toke advantage of the Dark 
Crystal deposit on the 

opposite side of the room. 


— 
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PULLER SOLVED! 


WALKTHROUGH: CHAPTER VI 


Head back to the start of the level, all the way back to where 
you entered the initial hallway. The camera facing the other 
way now reveals another key slot on the door you entered. Use 
the Butcher's key on the door, and move forward to enter a 
new fight against Skeleton Warriors and an Animated Armor. 


To leave this arena, you have to solve a new magic runes 
puzzle. The hint Scroll for this puzzle can be found on the top 


floor of this puzzle chamber. To reach it, climb using a Grip 


Point visible in one-of the walls when standing on the ruined 
steps on the right side of the room. 


Climb the scaffold to reach the top level with the large hole 
in the floor. Find o Neutral Elemental Fountain near the large 
statue. Find the puzzle-solving Seroll in the altar below the 
large statue. Cross the broken wooden floor frame pieces to 
reach the opposite side of the room. Enter a connecting room 
to find the dead knight with o Shadew Magic Gem. 


Return to the lower floor by retracing the same route you took 
to get up on the top floor. Once down, you can solve the rune 
puzzle using the hint Scroll you just found. The three runes 

on the left side of the room (under the statues) should be from 
left to right: Blue, Blue, Red. The runes on the right side of the 
room should be: Red, Blue, Red to complete the puzzle. Head 
through the now-opened exit between the runes. 





LEVEL ONE: 
BALCONY 


The Butcher who commanded the castle kitchens feeds 


the corpses of the dead to the Ghouls. The efficiency 

of the Queen's household is formidable indeed. The 
vampires drain the blood and the Ghouls feed on the 
remains, nothing is left. Using his powers is making Gabriel 
far stronger than | anticipated. He will need more than 
physical prowess when he faces her. She can put a glamour 
upon his hear that will tempt him to forget everything he 
knows, even his beloved. She holds the next piece of the 


mask, and | fear that he will fall at the last. 
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Hidden Items — e- <x 
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Monsters = me 


+ Skeleton Warrior 4 Voaka Warrior 
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WALKTHROUGH: CHAPTER VII 


Walkthrough 


\) Outside in the Cold 
— 


p ) 


J Alter leaving the retectory, Gabriel is back outside 
ihe castle. Take your time to deal with a few Vampir 
Narriors, and head to the left side of the balcony 
== co changes position, showing the broken edge of the 
=-m-> use it to descend to the level below. You land on 
== wooden beams arranged forming a path through the gap, 
-an be crossed. 


‘way through the wooden boards path, you'll see oa dead 


erhood knight on your right. You can’t jump to him from 
=soms; just continve forward, and you'll reach it. 


4: soon a5 you step off the last beam, there are two exits to 
sur right separated by a dividing wall that is easily overcome 
>y walking along the snow-covered, slanted rooftop. To get to 
-¢ dead knight you saw, drop down through the first exit (the 
2ne closest to the beam crossing you just left). 


shimmy along the ledge under the Hying buttress and pull up 
onto the next ledge. The dead Brotherhood knight holds a 
Shadow Magic Gem. Now return the way you came to take 
‘he second rooftop passage. This leads to a baleony with a 
sew enemy... 














es, 


>) Swordmaster Balcony 


Alter crossing the gap in the roof, you enter a balcony where three 





swordmasters attack you. Deal with them (the vials of Holy Water 
work especially well against these enemies), and get close fo the rear 
wall. Looking at it, you soon realize that there are columns to the left that you 





can grab onto; use them to climb up to the next rooftop. 


>) Rooftop 


Continue forward along the rooftop path until you come to a locked 






gate, The key is on the lower floor. Look to the right of this locked 
gate to find the Scroll on the dead knight. 
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To get the key for this gate, go back around the building until you reach an 
area where the handrail is broken. This is positioned to the left of the broken 
rail area you came up from the balcony through. 


Hang off the edge of the rooftop and shimmy right until you see o Grip Point 
above your head. Use this to lower yourself to first see an open window and 
also to see another Grip ledge on the next column on the other side of the 
window. If you want health and a Scroll, then enter the window below [there's 
also a Swordmaster inside}. If you wish to just continue to get the key, then 
grapple to the next Grip ledge. 


_ First Window: Health Font, 
©») Scroll, Swordmaster 


The room through this window holds the key, but you'll discover that 





the room is divided in two by a metal gate, and the key is on the 


other side. Entering the room allows you to reach a dead knight with o 


i =a 
| 
Sant 
rt 
i 


Scroll, but it also initiates a fight with a Swordmaster. You can also find 
Health Font if you head all the way toward the camera in this short room 
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—) Second Window: Key 5 


f ) Grapple halfway to the top of the chain and then jump 
: against the wall and back to reach a ledge on the other side. 


Then, border the column and go down to enter the second room. 








‘ou find the key inside. 


Quickly take the Light Magic Gem fram the dead knight on the middle 
-t the floor. Two Skeleton Warriors animate and attack. Take them out 

-s earn the key they hold. Once you have acquired the key, retrace your 
steps back to the rooftop at the locked gate; open the door and advance 
yo the brick wall straight ahead and enter the next chamber. 


) A Vintage Artifact c=, 






Gabriel stands in a room with old furniture and stuff covered 
with dusty drapes. There is a metal door in one of the walls, 

which con be opened by solving a toy puzzle. Before you begin 
the puzzle game, find the dead knight to the left of the puzzle wall 
sear the tall draped object. This Scroll gives you the solution to the 
suzzle lat a price of not receiving points once solving it). Also, you 
-gn find another knight that holds a Shadow Magic Gem behind the 
row of junk on the right of the room. 


) Solving the Logic Gate Puzzle 9 
i To interact with the puzzle, get close to the object until it glows and press the Grab button. You then find a system of 
=a levers and walls. Moving the left stick left or right highlights one of the three balls at the top of the board. The Jump 


button drops the selected ball. The ball bounces down through the maze and switches the position of any levers it touches. 


The levers glow when they are in the correct position; your objective is to switch all the levers in the maze. 





There is no time or move limit to solve this puzzle, ond randomly dropping balls throughout the board usually won't be enough to 


do it, so relax and preview the path the ball will take before releasing '!. 


HINT SCROLL SOLUTION —— 
There are‘three slots to drop the ball down. Drop the ball down in the selected slots in this order to solve the puzzle: 1, 2, 2, 2, 
7. 2, 3. Once the puzzle is solved, the camera shows the gate while it opens, and you are now free to continue through the new 


passage’to the end of the level. 


_— 


LEVEL CWO: 
ELECCRIC 
LABORACORY 


This part of the castle was once where acclaimed scientist 


Friedrich von Frankenstein conducted his experiments into 
artificial life. He was quite mad and often would conduct 
horrific and depraved acts trying to discover the secrets 

of life itself. His own demise was equally gruesome. The 
Vampire Queen took him, but kept him alive. Thus over 
many centuries, she fed on him daily, keeping him at the 
brink of death, yet living and aware. Why she did this is 
only known to a few...she once loved life and loved living 
things and, before she became a lord of shadow, she vowed 
she would punish Frankenstein for his vile acts. As a Dark 


Lord, she was able to keep her word. 


Hidden Items 


1 Life Magic Gem 


Monsters 


‘ 


Mechanical Monstrosity 


| Unlockable Trial 


t 


Finish the level ond deoclivote the Me 
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Walkthrough 


















— — — ————— 
oy) Short Circuit hy 
————————————_)_ s—a—n— eee - . - 
P ) You find yourself in the infamous Friedrich von Frankenstein's laboratory, surrounded by strange mochines connected by 
"salts of electricity. These electric fields are dangerous, so you should try to avoid moving too close to them. The glowing 
Jevices connect only with neighbors of the opposite charge. Pick up the Seroll from the dead Brotherhood knight lying 
Sow | 


he nearest electrical hazard. His scroll describes the next puzzle, and if you desire, solves it as well. 


tht writes: "...the strange devices create deadly barriers 
=2en the red ond blue ones; now | only need to find a way 


=cxe them switch colors...” 


- grea, some switches in the ground allow yau to 

- culate the electric charges by pressing them with the 
~cuake Punch (hold the Block button and press and hold 
S-ao Attack button to perform the move]. You can also 

=:5 those that are placed in walls with Shadow Magic 

srged daggers 





!/ ELECTRIC ROOM 1 


So, to make it to the next hallway through the electric 

varges, Earthquake Punch the first switch (1) on the left to 

—=ke it sofe to reach the next floor switch on the right. Punch 
-= middle (2) one and then the last one (3) on the left to 


sach the hallway safely. 





SWITCH CABLES ei 


You can predict the results of using a switch 









by looking at the cables that connect them to 
the electric terminals. Remember that only 
devices with an opposite charge create an 


electricity bolt. 


ELECTRIC ROOM 2 


Once out of the first room and through the hallwey, you || reach a much 
bigger room with a more intricate electricity puzzle. 


Start by punching the switch (1) where you enter. It makes the lamp 
sitting on the rail move right, closing one path while opening the other. 
Find the dead knight in the left corner with the Shadow Magic Gem. 
Now head to (2), and punch the deactivated lamp device all the way 
along its own rail. You have to punch (1) again to move the previous 
lamp back along its rail heading let this time. 


Continue punching the device on the rail around the corner to its final 
destination at the end of the rail at position (3). Once the lamp gets to its 
destination, it opens the path to (4). Punch the wall switch there, and it 
opens the way to the exit. Punch floor switch (7) again to reach area (5). 


Fill up on magic using the Neutral Elemental Fountain, and take some 
daggers from the glowing bag after getting to (5). Here you discover that 
using switch (4) not only opens the exit but also closes the path to it 


Fortunately, from this position (5), you can use the throwing daggers 


imbued with Shadow Magic to activate the switch. Throw them once 
to move toward the exit and then a second time to make the exit 
accessible, Now, head on to the third and last part of the electric 
labyrinth, 


ELECTRIC ROOM 3 


Advance toward the device at (1), but don’t use it yet. Instead, turn 

laft towards the destructible wall at (2), and smash it down with the 
shoulder charge. You find another floor switch behind it. Punch it and 
get the Red Lens for the chromatic observatory at (3) by punching the 
floor switch next to it. Taking the Red Lens also releases the Mechanical 
Monstrosity... 
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Once the fight starts, you cannot leave the combat arena; to 
Zefeat this monster, you have to take advantage of the way 
te labyrinth operates. After damaging the monster, it tries to 
secharge its balteries by connecting jits reat end to oneiof the 
electric devices hanging from: the ceiling in the center of the 


combat arena. 


un to the floor switch shown in the cinematic and then 
Earthquake Punch the switch to overcharge the lamp while the 
monster is using it. Instead of recharging ifs health, the lamp 
damages the boss. After repeating this process a few times, the 


monster falls, defeated. 


with the monster destroyed and the Red Lens in your hands, 
=a now have what it takes fo get fo the observatory. 
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ELECTRIC ROOM 3 CONTINUED 


=<suiring the Red Lens activates the Mechanical Monstrosity. 
Her defeating it, go back to the rotating mechanism (1) and 
ate it 180 degrees until the blue lamp is in the lower left 
--sition. This opens the path to (4). Punch floor switch (4) and 


=2n go back to the central device and turn if until you can go 


ar 


> (5): this floor switch enables access to (6), 


ise the moving floor plate in the back right corner to reach the 
sd knight in the corner holding the Life Magic Gem. 


Continue riding the floor plate to the end of its rail and access 
switch (6). Punching this floor switch opens the exit gate near 
3). As you leave, the boss is seen getting back on its feet. 
















LEVEL CHREE: 


CHROMATIC ett 
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Gabriel has finally defeated Frankenstein's abomination. This 
hellish place is enough to thwart any man’s resolve, and yet 


Gabriel seems completely willing to continue to the bitter Hidden Items 





end. I hardly recognize my old friend now. A steely resolve + | Life Magic Gem 
has taken hold, and compassion is now gone from his heart. + 1 Light Magic Gem 
He doesn't sleep these days, more's the pity. He just rages Monster 7 | 
at the world and those creatures that dare to confront him. | + Animated Armor Taps dence; 
This next challenge will tax his mind further, and | fear it may + Deadly Toys + Vompire Warrior 
break it forever. ' U nis ckable T. rial —— 


+ Finish the level, destroying two Det To r ing 
bsforesti lotlyk iting or h 


Walkthrough 
> \) Moonlight Lens Machin 


> ) Begin this level by partaking in the Health Font and the Neutral 


_ 





Elemental Fountain found at the entrance of this lorge hall. Ik you 
get here without the red lens, which con be acquired in the last level 

the electric labyrinth, you won't be able to manipulate the pieces of this 
SJzzie, 


"=i room has tive doors, distributed equally along the exterior 
=cumference; in the center, a large machine similar to a telescope stands 

ently, pointing at the sky. Each one of the doors’ connecting rooms 
=<cept the one used to enter the area) has a colored gem over it. The 
ior matches the carpet in front of each door, as well. 


-3ing the machine in the center of the room as well as some magic lenses 
<<ctiered arounc the level opens the doors in this room: the telescope 
sathers the moonlight entering through the dome and tints it when it crosses 
=< diferent lenses. The colored ray can hit the gems over the doors, and if 
=< gem has the correct color, then the ray can open the door. 


LENS MACHINE OPERATION 


=usn the left stick up and down to select one of the lenses of the telescope. 


i  —é— i_ K—aQ SSS 





ss the Use button to insert or remove the selected dise from the trajectory 
>* the moonlight ray. The combination of inserted lenses determines | Me | . 

né color of the ray and subsequently the door opened by it. » B ANIMATED ARMOR ACC IVACION.: 
The solution of the cbservatory puzzle: — CIGHC MAGIC GEM 


Two of the combinations (CYAN and BLUE) 
don’t open any of the doors. Instead, they 
activate Animated Armors in the telescope 
room. Find the Light Magic Gem on the dead 
knight lying on the floor against the wall on 
the right side of the purple carpet. Triggering 
the Animated Armors allows you to get to 
this knight hidden behind one of the Armors, 


Zee ry Ba =a Fo a = oa <ixd Ga SORE SE Bust EB. Be 
aS 5 | S25 = San 2 = RE ‘ era) a Mel cers Cis ae aS 3 
+ You con gel the RED LENS in the lost room of the electric 
lobyrinth, 


+ Use the RED LENS in the telescope to open the RED DOOR. 


+ Inside the Red Chomber, you con find the GREEN LENS. 
+ (Combining the RED ond GREEN LENS allows you to open the 
YELLOW DOOR. 


¢ Inside the Yellow Chomber, you con find the BLUE LENS. 


¢ Combining the RED ond BLUE LENSES allows you to open the 
VIOLET DOOR, where the Vampire Child is waiting for you. 





Your objective is to access the Violet Chamber, home AB) 
: : a! : = ip ‘oe feud a erFAl Read pou 
Vampire Child. However, to open her door, you have to aoe tore Vinh tic ey ee er Tad 


at least two of the other colored rooms: 


| Red Chamber 


2 
P ) Find a dead knight in the middle of the floor. He holds 
—"  ohint Seroll that solves the puzzle in the room, He 
altempted lighting a Shadow Gem in one of the corners 
bul said he was too slow to do the rest. Defeat the Vampire 
Warriors in the room, and then attempt the room puzzle. 


The Green Lens is inside this Red Chamber, behind a closed 

door in the back of the room. Four symbols are painted on the 

ground in corners around the dead knight; these suggest some 

kind of magic trickery. To open the door, you have to light the 

four corner symbols all of once using the power of Dark Magic. 
However, the symbols won't stay charged for long, so the only 

wey fo achieve this is by using the Shoulder Charge. 


While Shadow Magic is enabled, Shoulder Charge from corner 
to corner until the entire square is lit. Once all four corners are 
glowing with Shadow Magic at the some time, the door opens. 


Once you complete the floor puzzle, the back room opens. 
Take the lens from the dead knight on the floor. The gate is 
closed, locking you in the small room with ao Swordmaster. 


Defeat the single Swordmaster to reopen the gale. Return to the 
telescope mechanism in the first room. 
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Yellow Chamber . 


_/ Deteat the Vampire Warriors in the Yellow Chamber. Here, you find the 
Blue Lens, protected by another puzzle, identical in mechanic to the 
previous one. This time, the shape that you must “draw” with the dash 


movement is slightly harder to solve. 


Again, atter getting the Lens, the door closes, On this occasion, two Swordmasters 
spawn to attack. 


- = —— 


) Green Chamber: Magic Gem and White Lens 


a, 
y v Enter the Green Room and then grapple over a large hole in the floor using 
—— 


the Hook Tip. Next, jump at the end of your swing jump using the Seraph 
Shoulders to make it to the other side without falling in the extra long pif. 


To the lett (camera faces you) of the new side of the pit is o dead knight with the 
Life Magic Gem. Here, you also see a new Shoulder Dash puzzle, Complete 
the zigzag pattern with Shadow Magic enabled to finish the puzzle. This unlocks 
the White Key, which floats above an emblem on the floor within the current floor 
puzzle. Pick up the key and head to the White Room. 











— Ty 


) White Chamber 


—_ 
r_) Set the machine to unlock the White Chamber and head inside. Find 
- the dead knight on the right end of the initio! balcony inside. His 


Scroll tells an interesting story. 


On the opposite end of the balcony, you can find a high Grip Point. Use the 
Hook Tip to grapple from this to the ledge above. Follow the scaffold to another 
high Grip Point. Use this to reach the highest scoffold. Follow the narrow boards 
across the room. Use the last Grip Point to lower you back down to the floor 
level. Use the White Key in the nearby lock. Enter the unlocked room to toke 
the Shadow Magic Gem from the dead knight in the middle of the floor. 
Backirack along the same course to get you back to the lens machine room. 






6) . 

,) Gabriel doesn't fight directly against the Vampire Child. As you enter 
— the Violet Room, in a short cutscene, the vampire summons some of 
her large toys and then vonishes afterwards. These new enemies are 


ragdolls, diabolic monsters animated with the dark power of the vampire. 


To completely destroy the Deadly Toys, normal hits won't be enough; you 
have to finish them with a Grip move when they begin to glow, and also 
beat the minigame associated with the Grip. Successfully completing the halo 
ring challenge results in Gabriel ripping the life source out of the toys’ chest 
stuffing, Otherwise, the magic energy that empowers them Hees upward, 
where it animates a new Deadly Toy. 


a - — —=— SS A 


DARK OIL - 


=r 
Watch out for the dark oil that the ragdolls vomit from time to time. 
This ooze can trap Gabriel, leaving him defenseless against the ragdolls’ 
attacks. To break free from the oil, press the indicated button repeatedly. 
ee SS —s 







Once all the Deadly Toys are annihilated, a cutscene plays. The Vampire 
Child directly attacks Gabriel, and only the love of Marie slops her from 


completing the job. 
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LEVEL ONE: 
OUCER WALL 


“urious, isn’t it? Love can be a powerful weapon it seems, 








=ven to those who are dead. Laura has spared him. Though 













she has the power to take his life, she has given it back, Sen et Bese Ss PS Sees =n Pe So Pe Py 


rl 







snd all for love. Perhaps she remembers her true mother’s a 
- — 


+ 1 Shadow Magic Gem 
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Hidden Items 
# 1 Light Magic Gem 





arms around her, comforting her betore she became this 


creature. Perhaps she remembers the feelings of love wo 


Monsters 


thought long lost to her heart all those years ago. A child's 


love is without bitterness or boundaries, a pure love. | # Gremlin +. Swordmoster 
+ Skeleton Warrior + Vampire Warrior 





wonder what will become of her, this lost soul, when we Bad SE en we a . . 
Kill her present “mother and send her co the pits of hell Unlockable Trial Eee 
where she belongs? + Finish the level ofter killing 10 Gremlins using only your silver 


_ doggers. - 
Lit a ee, ~~ 


Walkthrough 
Waylay at the Cower Cop. 
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Gebriel is getting closer to the second Dork Lord. You start the level on the 





balcony of the Vampire Child's chamber from the previous level. Find a Scroll 
on the deod Brotherhood knight on the same ledge with you. Hang off the right 
side of the balcony by accessing the Grip ledge through the broken balcony rail. 


Shimmy to the end, hand jump across a gap, and continue around a corner so you 
can jump backward to a Grip ledge behind you. Once on the large column, you'll 

tind a high Grip Point that you can use fo grapple climb fo o higher ledge. Another 
Grip Point appears up the same column. Repeat this pattern until you have reached 
the rooftop balcony, where you can find a Health Font. 








Jump up onto the next higher balcony and immediately explore the left corner of this 
new platform. In a nook, the camera pans closely to a glowing dead Brotherhood 
knight. This soldier holds a Shadow Magic Gem. 


On the opposite end of the balcony, you see a dead knight with o hint Serell that 
solves the gate exit rune puzzle. Also, you can tind a Neutral Elemental Fountain 
nearby. 


Once you approach the locked gate to the right of the dead soldier that held the hint 
scroll, Vampire Warriors and Skeleton Warriors attack. These enemies spown and 
attack continually, so you must solve the gale rune puzzle between oftack waves. If 
you run out of magic energy to work the puzzle, recharge using the enemies’ energy. 
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a. | Solving the Rune Puzzle 


3 i oo al oe ee 
a. 


Be ae ree she da Mller 
‘| Ly — ) Fy = 
YP Sete | /# So you don't have to waste points solving the rune 
levie a ate ald. ap Pare ee | eng a. oats a : ihe. 
ee ancetr. Cecervve | | | ‘ puzzle by using the knight's Scroll, take a look here... 


these ore the knight's graphic tips: 


There are three runes on the left of the gate and three on the 
right. From left to right on the left side you must turn the runes 
with these colors in order: Blue, Blue, Red. While on the right 
side of the gate from left to right (starting with the closest one 
to the gate): Red, Red, Blue. 


Chained Path to the Cower 
a 
P) Once the puzzle is solved, refill your magic using the 
—_ nearby fountain and then exit through the now opened 
gate. Continue toward the Vampire Queen's sanctorum. 
The only path available is through the large metal chain that 


connects both lowers. 


Halfway to the castle, things get complicated: there is a large 
platform in the center of the suppor! chain preventing you from 


reaching the continuing chain to the castle. A metal fence with 


a single opening, which allows you to enter the platform but 
not exit the way you need to go, surrounds this platform. 


As s00n a5 you cross the doorway in the gate, some Gremlins 
start attacking in groups, giving you some time belween waves 
to find an exit to the platform. It’s best to just defeat all the 
Gremlins and work on the puzzle in peace. 





In the center of the platform, there isa rotating mechanism that you can turn, 
To exit the platform and reach the other side of the continuing chain pathway, 
you have fo turn the mechanism to rotate the fence around its perimeter. This 
moves the doorway in the gate to the opposite edge of the plattorm. However, 
as soon as you release the handle, the door quickly rolls back to its original 
position (along with the rest of the gate, of course). You have to hurry up and 
run toward the door so you can jump at the midway point to tind a side path 
and some stairs that lead fo a secret room. 





SPRINT OR DASH - 
To reach the door before it returns back, you need to use the boots’ 

Sprint (double tap the left stick in the desired direction), but it is easier 

if you activate the Dark Magic and use the Shoulder Dash (press and 

hold Block button, then push the left stick in the direction of the door). 


Pe 





rad 


) Secret Cower Key Room | -— 


rin) 


©: After leaving the platform, the chain pathway directly connects to 
the main tower. However, the access gate is locked, and you need a 


all 


Tower Key to open it, When you make it through the doorway on the 





chain platform, follow the low path through a tunnel that leads underneath 
e platform, 


The Tower Key, protected by a pair of Swordmasters, is on a fallen 
Brotherhood knight found on the floor close to the camera near the front 
windows. After getting rid of the two enemies, use the rotating device inside 


the room to reopen the exit out of this chamber. 





Follow the continuing chain pathway to the castle. In the locked gate chamber, 
you can find a Health Font on the side near the key slot and a dead knight 





on the opposite side of the room. He holds a Light Magic Gem. Now, use 
the Tower Key on the keyhole and head through the doorway at the top of the 


stairs to complete the level. 
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LEVEL CWO: 
ChE CLOCKWORK 
COWER 


vampire s mercy is playing on his thoughts, I see that 
—¥ on his face. Perhaps Laura reminded him of poor 
==cia? Seeing his beloved Marie again has brought ir all 
=to him. Marie’s love is all he has now, and the hope of 
=ng her again, the only hope. He is close now, close to 
stich who commands these vampire vermin. Gabriel 
‘ake her pay for the injustices he has felt at her 
She is powerful, she will try every trick in the book 
=mpt him to her cause. There is just the small matter 
“=< clockwork tower to overcome first. Another mad 
==cton of Frankenstein that | hope will only delay his 


| TeV enge. 
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Hidden Items 
+ | Life Magic Gem 


$ | Light Magis Gem 
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Monsters 


¢ Mechanical Monstrosity 


Unlockable Trial __ ~" 
+ Finish the level and get ta the top corridor in less thon five 


196 








Walkthrough 


) Vampire Cower: First Floor 


a 
a 


The interior of the Vampire Queen's tower is like o giant clock ful 


of gears plus moving platforms; all the movements here have to be 
measured caretully, as a fall to the bottomless pit below is fatal. 


A large, round, hanging platform occupies the center of the tower. This 
platform has three branches parting from it, which serve to connect to the 
tower boundary, You can reach the central platform using the wooden 
planks, walking while keeping your balance by using the “Hold” button 
when prompted. 


From the center platform, continue forward, ignoring the left path. Once 
you ve reached the small ledge at the opposite side of the tower, you see 
moving platform at your right. This platform transports you to a giant 
gear, which rotates counterclockwise. Jump on the closest tooth and get 
ready to jump again betore it reaches the wall, vaulting over to a Grip 
ledge on the wall. 


HIDDEN LIGHC MAGIC GEM 

Once you have Seraph Shoulders, jump from the first 
platform reached at the end of the plank leading away from 
the center lift platform. Jump off the left edge of the fixed 
ledge and use the Seraph Shoulders to reach a previously 
unseen similar ledge. Here, you find a dead knight with the 
Light Magic Gem. 


Hand jump through the moving gear on the wall and continue through a 
similar puzzle until you reach a lift platkarm that takes you to a ledge with 
a rotating device on it. 
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Jampire Cower: 
Second Floor 


Scpriel stands on ao high platform with a rotating 








-snism. Here, you can safely turn the device 
‘n2 central platform has risen completely anc co 
-s- sppears. New planks reach out to meet your 


am fr 


= — 2 raised platform. 


« -esira! plattorm placed at the same height, 
sin walk along the plank towards the center 


-ce you reach the center plattorm, turn lett and 
= > onk to the ledge on the left. 


=>=. Attach the Hook Tip te the high Grip Point, 
== s=- walk up the rope as close as you can get to the 
=<=ctricity bolt on the wall. Time your jump so that 
--¢ just above the closest bolt when the second bolt 


‘urning off. To do this you have to wall kick off the 
~: tord es you can and then move up the rope as you 


ery difficult electric wall to grapple up behind 


| 


= = 


= wou reach the Grip Point, use the adjacent ledges 
sht to shimmy to the corner, The only way to 
12 is by jumping to a moving platform below. Almost 


ae 
= . 


= on the fixed platform, look at the movement of the 


= 


21m you just left and try to jump on it again on the 


S=‘sre it enters the wall, do a third jump toward the Grip 
= above the electric wheel. Shimmy right to the next 


= = 
-— wf 


sec iedge. 
_=c from the second box seat-like balcony to the Grip 


sce as for as you can around a corner and then do a 
sockwards jump to the next ledge. Pull up and jump to. a 


xed ledge with an electric wall and o Neutral Elemental 


=ountain. 


The Neutral Elemental Fountain ledge has an electric wall 
-limbing challenge similar to the earlier one. This time, 
‘here's no grapple, so simply time your movement up the 
Grip ledges with the turning off of the electric bolts. 


The Neutra! Elemental Fountain ledge has an electric wall 
climbing challenge similar to the earlier one. This time, 
there’s no grapple, so simply time your movement up the 
Grip ledges with the turning off of the electric bolts. 








Jump to the highest Grip ledge and shimmy over the ledge on the lett and drop. Leap 
over the electric wall gap to the right ledge te get the Life Magic Gem trom the 
dead Brotherhood knight there, 


Grapple to the last large ledge to the left, Find the rotating device on the edge of the 
ledge and start turning if te raise the center platform to your new floor, While you're 
doing this, the Mechanical Monstrosity attacks. Let go and fight... 








©») Revenge of the Machines 


Mi 


While fighting the Mechanical Monstrosity, keep in mind that you haven't 
seen all its tricks until now. The mechanical beast has an extra attack this 

time; it makes the debris scattered around the room float around it, using the 
machinery pieces as ammunition to throw at you trom time to time. However, this 
time, the fight doesn't take place in the laboratory, so the monster has no place to 
recharge its batteries. 
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lf you have the Dark Crystals for it, summon the demon from the Shadow Plane to 
attack; this move takes a quarter of the boss's health. When the boss reaches a 
quarter health remaining, it becomes invincible with normal attacks and displays a 
gray health bar. This meons that a grob cttack is in order, 


The Grab attack begins with a halo ring challenge to successfully stamp its head te 
ihe ground while riding on its back. This is followed by the exact same move, a second head stomp! 


DB idbks bh bd 


Next, you roll off the front of the beast and have fo complete the hale challenge to successfully punch it in the head. This shatters 
the cockpit and releases some green gas that stabilizes the life form inside controlling the machine, You rip the hairless life form 
from the machine ond smash its little head with one hand until if explodes 


After beating the enemy, use the rotating device to raise the platiorm we to your floor and then cross the plank lo reach the center 
platform. The platform begins to lift, and the mission ends successtully 
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LEVEL CHREE: 


OLROX 


[he giant mechanisms and gears continue to turn, but 
=aoriel continues to foil them. He is now in the heart 

: evil. Darkness is all around, surrounding him from 
2. sides. Here, he will meet the brother of the one he 
-estroyed in the village. His name is Olrox. The two 
>rothers have been her greatest champions, yet | sense 
‘néir reign of evil is ending here tonight. Olrox and his 
>rother Brauner are traitors who took sides with the 
Sueen when she became one of the Dark Lords. He has 
ateaked terror on the lands ever since, but now he will 
meet one who is greater, more powerful than he. One who 


ill deliver a message without any mercy, Olrox, meet 





sabriel Belmont and his Vampire Killer. 


Hidden Items 
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Vampire's irouleante ‘Commander hee ‘who i is eile tor you 
af the top. corridor. As soon os the platform arrives, he fiercely 
greets you: = 





The second Elite Vampire is better prepared than his predecessor. 
He's equipped with a fame blade and likes to grab you and suck 
blood from your neck. When the boss performs a grab move, 


_ press the indicated button repeatedly to break free and issue @ 


counterattack that does.a little damage to the boss: 


The. dual flame: blades are thrown justafter a warning is given. 
The warnings: “My Lady will be pleased after | bring her your 
head!" Or, “How dere you challenge my Lady?” When you hear 
this, you should Dash or just stari running very fast from the way 
the boss is facing to avoid the thrown blades. 


Luckily, with his victims, the boss only accumulates a quarter 
health. To take out the victims, you must attack the boss as he 
sucks their blood to force him away. Quickly attack the victim 
in the iron-maiden until it splatters. The first is a Lycon, and the 


second isa Brotherhood knight. The only way to get into the iron 


maidens is to beat the boss down to close to nothing and. wait for 
him to pry them open them for a blood refill. So follow him each 
time until you have destroyed both of the Lycans. 


The next time you knock the boss's health down to a gray bar, the 
Grab finishing move challenge begins. Successtully execute the 
halo ring challenge each time if appears, and you will biock two 
blade attacks, struggle for domination on the second weapon- 
locking strike, club the boss in the side of the head with the hili 
of your cross, steel his blade, and finally like his predecessor, 

you kill him with his own weapon. His own blood drains into the 
puzzle circle in the middle of the arena. 


VALKR THROUGH: CHAPTER VII 


Blood Puzzle _ 


After Commander Olrox is vanquished, his blood unlocks a puzzle 
hidden in the elevator platform that you used te get here. The 
objective of this puzzle is to use the blood to trace a route on the maze. 

Before you continue further, head to the second victim's iron maiden and take 
the Shadow Magic Gem from the dead Brotherhood knight. A hint Seroll 
is actually retrieved from the glowing puzzle itself. This has the solution for 
the puzzle for you if you wish fo take the chance of losing the credits for 
solving if yourself. 


The task thot the puzzle proposes seems very easy, but here is the catch: the 
time allotted to get from one point to the next is limited, so not every possible 
path is valid, with some of them being longer than others. 


You are using the circular spots in the maze as checkpoints: whenever you get 
to any of them, all the blood from the path fills it, resetting the amount of time 
available te get to the next checkpoint. Here is the complete path with all the 

checkpoints numbered in the visit order that creates the shortest route possible 
to the fop: 


Once the puzzle is solved, the door to the vampire chambers opens, leaving 
you one step closer to reclaiming the power of the second Dark Lord. Head 
through the door to end the level. 
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LEVEL FOUR: 


ChE CHRONE 
ROOM 


The blood of Olrox has opened the way to the Queen. She 


holds the next piece of the God mask, which Gabriel must 
acquire, if he is to be with his beloved again. She will try 

to seduce him, to glamour him, but he will see through her 
mask, I am sure of it. He is so very strong now and even 
she must fear her own death at his hands. I can smell her 
tear, her stench. Vampires can sense the living, but the dead 
she cannot. She knows Gabriel is here, yet she cannot sense 
death close at hand also. She knows what it is he wants. 
Poor, beautiful Carmilla, you will cry bloody tears before 


this night has ended! 


hex cae “En “FR : 
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—_ Items 
j | Fgh Magic Ben 


j Seraph shoulder 


Monsters 
f Vampire Dork Lord 


4 Vom nine Warrior 


Unlockable Trial 7 a 


t Fist is level ond defeat the Dark ord eer she! kills ot fe 


woof her o in Vompire Warriors 











You begin this mission facing the long stairs up to the 
Queen's castle. Make sure to take advantage of the 

Health Font and the Neutral Elemental Fountain ao} the 
foot of the stairs. A dead Brotherhood knight holding a Light 
Magic Gem can be found halfway up and on the right side of 
the stairs, at the edge of a reoccurring lightning shadow. 


The Queen's throne room is at the top of the stairs. The 


Vampire Queen awaits your arrival. Upon your entrance, she is 


introduced in a cutscene. Afier trying to seduce you and failing 


miserably, the combat begins. 





In the first stage of battle, he Vampire Dark Lord 
remains in her human form, shooting energy rays at 
you from time to time: You cannot damage her during 
this stage; instead, you have to kill all the Vampire Warriors 
that appear in the combat arena. Strategically, switch from 
Shadow to Light Magic to increase damage and then to heal. 
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Once oll the warriors are defeated, the Queen transforms into a giant 
vampire monster. The second phase starts with the Queen using her 

powers to destray a large part of the floor, leaving behind huge cracks 
that you can jump en to move across the area. From now on, she directly attacks 
you, using both melee attacks and her magic powers. 


The two of you cren’t alone in this fight, either. Along with fighting the ugly 
form of the Queen, you also need to continue fending off her Vampire Warrior 
minions. Run fram the boss. Avoid her. Concentrate all your attacks on the 
minions to get them out of the way so you con direct your full attention to the 
boss once they ore dead. 


Use your favorite most damaging moves on the Queen while being faithful ta 
your dodge maneuvers fo keep your own damage down to a minimum. When 
she is Ground half empty of life, she starts glowing. Press the Use button to 
begin the halo ring combo challenge. 


Before you begin the challenge, you should know that if you fail to execute 
any of the moves in the halo ring combo, the Queen bites you and sucks your 
blood. This allows her to regain some health. 


The first move is three stabs to the neck, when executed properly. The second 
move is two thrusts to the abdomen with the Combat Cross. The next move is 
an uppercut fo the bottom of her jaw, which comes back down onto the back 
of her neck. Now crumpled over, you remove the cross, and she escapes. A 
checkpoint is reached, and the last stage begins. 


Stage three is much like the previous stage, only the boss adds in'on 
attack where she flies up in the air and releases a team of bats that 
perform a flyby: attack on you. This can be easily dodged. 


She also flies up in the air and teledses o large area of effect electric 

shockwave. This can be avoided by getting into the air while this covers the 

ground. So, whenever the boss flies into the air, be prepared to let ote Joke a 
a backseat to defense. | 








WALKTHROUGH: CHAPTER VIII 





BONES FORESC 


50 Pan comes again with words of wisdom and advice for 


our hero. Gabriel is angry now, Carmilla’s betrayal has 
made him question his own faith. The brotherhood means 
nothing to him anymore. He only wants his Marie back. He 
now has two pieces of the mask and only one more to find 
to make it complete. He must travel now to the Land of 
the Dead, and he must face the final Lord, Death himself. 
There are still many leagues to travel, and | cannot risk 
being seen, for | doubt even one of his brotherhood could 
help him now. He must go where none may follow...into 


the abyss. 
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Hidden Items = = 
+ | Life Mogic Gem ‘ ¢ 2 Shodow Magic Gems: 
+ 1 Light Magic Gem 

Monsters ) 

+ Chupocabros ¢ Cove Troll 

: Headless Burrower $ Small Troll | 


U nlockable EES 
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Walkthrough 
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This level helps you get used to the new powers of the 
relic that you acquired at the end of the previous level. 
With the Seraph Shoulders, you can now perform a 


=" 


double jump in midair, which you can also use as an attack 
movement during certain combos, 


<5 you walk off the initial steps of the portal in the beginning 

>t the level, head toward the camera. Follow the beaten path in 
‘he dirt to the lel corner to find a dead knight with o Shadow 
Magic Gem. On the opposite path, a Neutral Elemental 
=suntain can be found. And ao Health Font is locoted where the 
catns meet behind the portal. 


-ind the dead Brotherhood knight in the small brick enclosure 
sirectly behind ond attached to the entry portal. This knight 
-olds o Light Magic Gem. 


> the dead end with the old wooden rowboat, find a vertical 
all with Grip ledges. To reach the first Grip ledge, double 
-n7p using the Seraph Shoulders to reach the high ledge. 
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eft Route from Headless Burrowers’ 


By double jumping trom the small bump on the ground, you can reach the safe ledge 
above. From there, move left and jump at the edge toward the platform. You can now 
double jump again to reach a path, in the level above. 


After a short clear path, you find onother obstacle: a large hole in the ground. You 
con jump down without dying, but won't be able to continue; you must jump over it 
using the magic shoulders. If you combine the sprint with the double jump, you can 
get through a large gop in a single jump. If you miss the jump and get to the small 
platform below, you can use o double jump to get to the ledge above. 





Headless Burrowers 


= 
£ Just beyond the sprint and double jump pit, you'll gel to a camp where a 
— new enemy is presented: the Headless Burrowers, or what we like to refer to 
as “zombies.” Once you see them in action, you'll realize the name soys it all. 
They burrow underground and throw their heads at you when surfaced. 
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Your primary objective is to destroy the corpses, as they keep generoting more heads 
uniess stopped. To make them emerge from the ground, you have fo destroy all the 
current floating heads to make the corpses come up to replenish them. li is during this 
process that they are vulnerable. 


Once you have destroyed the headless corpses, a wall of tiki-looking statues is 
destroyed, revealing a path branching off to the right from this camp. There's also a 
pathway leading out of the camp on the left side. The poth on the right can wait, as 
you'll need fo travel thet way Ioter. 











pe ) Along the left route from the headless camp, you find another bottomless pit; this time, you must sprint out over the pit 


ail ond then wait a moment before performing the second jump to land at the cave entrance at a lower level. If instead you 
jump across the gap to the other side, you find more headless corpses. 


You must learn how to maximize vertical and horizontal displacement when double jumping; the trajectory con be very different 
depending on the exact moment when you press the Jump button a second time. 














The small underground cave ends at an extra long gorge 
where you must sprint and double jump to then reach a 
Grip Point with your chain [all in one big glorious move). 


continue this jump by swinging out as far as you can with the 
-hain and then performing another double jump to hook the 
second Grip Point in the gorge. The third and lost jump ends 
with a ledge grab. Pull yourself up to the continuing pathway 
and the beginning of another cinematic. 


hh 


Retur it of the Chupacabras J 






Just when you were falling in love with your new rune, 
a darn Chupocabras takes your powers and vanishes! 

The Chupacabras hides in the Troll Cave (right path from 
the Headless Burrowers’ camp). However, to get back there, 
you should have to use your missing relics [especially the magic 
shoulders), so you must find o new path. 


.uckily, there is a secondary entrance to the cave just before 
‘he point where the Chupacabras appeared: you can find a 
climbable wall on the right side of the path. 


o the right of your position when the Chupacabras steals your 
relics, you'll find a Grip ledge and o dead knight on a wooden 
slattorm. Toke the Life Magic Gem from the knight and 
continue up to the top of the hill. Enter the cave and do battle 
with the Cave Troll. 


Do not kill the Cave Troll. Instead, tame it and mount it. You 
need the Cave Troll to destroy the large boulder blocking the 
sther half of the cave. Once you've broken through the boulder, 
enter the next cave through the unblocked hole. 








Defeat the smaller Trolls in the next cave and then destroy the glowing boulder 
to reveal the Chupacabras. Choke and dismount the Cave Troll, and then grab 
the little thief and retrieve your stolen runes. 


Take the Serell from the Brotherhood knight on the ledge that leads to the first 
Headless Burrowers’ camp, Head back into the cave and leave using the same 
route you used to enter. At the bottom of the hill where the Chupacabras stole 
your runes, you'll find a path through the burning woods, Head that way now. 





sprint and double jump along the left edge of the next gorge te land on a 
remaining piece of the path near a burning building. Jump te the next ledge 
beside the burning structure, and the ledge soon gives way. As you fall, you'll 








see a Grip Point in the gorge below. Use the Hook Tip to grapple to a lower 
ledge on the right side of the ravine. 
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Run off the far side of the ledge and latch onto a Grip ledge further ahead 
in the ravine. Shimmy around the corner and backwards jump to the wooden 
frame behind you. Use this framework to reach another ledge you can put your 
feet on. 






| Sprint out of the following tunnel exit and perform a double jump at the crest 
| of your jump to reach the high Grip Point with your Hook Tip. swing to the 
glowing Grip ledge and hang on with your hands. Finish climbing out of the 
| pit using the Grip ledges, shimmying, and double jumps. 


Find a knight on the exit path. He holds a Scroll describing the spotting of 
| Gandolti and goes on to speak of a weapon of his that will surely save us all. 











WALKTHROUGH: CHAPTER IX 





| LEVEL CWO: 


WOES MOOR 


sé stench of death is strong. A witch holds power here: —— 
ES | = 


~st | sense Gabriel is more than a match for her. The 2e5h Sots Ese EAS gon este fe 


ses of his fellow warriors litter the place, but he seems 


| Hidden Items 


= + | Life Mogic Gem 
v= Coggedly fights on. He has not slept for days, he rests + 2 Light Magic Gems 


>rvious to them. Stoic and determined to move forward. 


=y briefly. | sometimes hear him talking to her, that they ——_ , 
; Monsters 
ce together again. In the dark, he weeps for her, or ete 

methaps it is for his own lost soul. , Wandragora 


| “Unlockable Trial 
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) Che Strawmen and the Crows , 


P) After speaking with the witch Baba Yaga, Gabriel has 


— 


G new mission: he has to find the three keys that open 
the magical music box in her cottage. However, three 
scarecrows that roam through the abandoned farms guard 


= keys, 
sen control returns to you, walk toward the camera along 
== path that led you to the house in the cinematic. You'll find a 


s=s2¢ Brotherhood knight holding o Shadow Magic Gem. 








Follow the only path beyond the witch’s house, and you'll find 
another knight in a puddle of water. Take his hint Seroll. You can 
chose to unlock the solution, but there is no need: you have this 
guide, so keep those solution credits. 


S\) Puzzle Solution ¢ 





The scarecrows are lying around the area, but they won't 
move until awakened by a flock of birds. In this case, you 
can use crows to do so. As you stort the challenge, you see 
a device that looks like a driven well, with some crows perched 
on top of it. Upon closer inspection, the wagon wheel on its side 
glows, showing that the object is interactive. Use the wagon whee! 
to shake the structure and send the crows flying in the opposite 
direction. Use the left stick as indicated to shake the wheel. 


"l_ GAMERA KELP 


While you are using the interactive objects in this 





puzzle, the camera points toward the next one and, 





in certain cases, toward a group of two or three 


posts that the crows might use if scared from the 














current position. Try to predict the movement of 


the crows and how you can you lead them to the 


scarecrows before taking actions, 





Activating the first scarecrow is pretty straightforward: 

just repeat the process at the next well, and the crows fly 
towards the enemy. Also along the route, a Mandragora soon 
attacks you. 


The scarecrow enters the combat area with its scythe arms as weapons. 
Like other mid-stage bosses, you can only finish it off by completing a 

Grip finishing move challenge after inflicting enough damage. Once you 
have dodged attacks and beaten the scarecrow to an inch of its life, the boss starts 
glowing. Grab the scarecrow and press the indicated button repeatedly to finish it 
off. The scarecrow leaves a Key behind. Pick it up with the Use button. 





Che Second and Chird Keys 


Now thal you can recognize the scarecrows when they ore idle, it’s only o 




















matter of finding the way of leading the crows to them. Continue straight 
through the arena where you tought the first scarecrow. A few meters away, 
you find the second one. And in this case, the group of crows that you used to awake 
it won't be enough. The crows follow a branch in the path (defined by the wells) and 
don’t fly towards the enemy. To force them to move in the correct direction, you must 
block the alternative routes using additional flocks. 





There’s a ruined windmill at the for end of the second scarecrow area. Pull the 
boards down with your Spiked Chain to reach this raised platform. You can find a 
knight with o Light Magie Gem on the far end of this plattorm. 








} ' > WALKTHROUGH: CHAPTER IA 


Here, you also find the second crow group. Push them 
‘orward using the wagon wheel and leave them in the path 
branch ahead. Now, shaking any of the two wells makes the 
crows enter the arena with the second scorecrow. Defeat the 
second scarecrow just os you did the first, and you acquire 
rhe second Key. 


The last of the three scarecrows is a little better hidden 

than the rest; to woke it, you mus! use three flocks this time. 
The concept is the same as in the previous two cases: the 
crows Fly toward the nearest well in the path; if they find il 
sccupied, they fly to the closest post (returning back if they 
cannot locate a suitable landing place}. Make sure to remove 
the boarded up roofless barn to find the Brotherhood knight 
solding the Light Magic Gem. 


Defeat the tinal scarecrow just os you did the others and 
ocquire the final Key. Once all three scarecrows have been 
Jefeated and with the keys in your pocket, return to Baba 
Yaga’s hut. 


CAST MAGIC GEM 


As soon as you defeat the final scarecrow and 


pick up the last key, prvot to the right and head 
into the little stable. The camera turns slightly, 
revealing a glowing Brotherhood knight. This 
soldier holds the Life Magic Gem. 


a 


tJ! Take the glowing lift back up to the witch's stilt house. 
When you deliver the three keys to Boba Yaga, she conjures 
Jp a spell that she says con shrink you ond fil you into her 
susic box. This ends the level, and hopetully not your life. 
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The old hag has cast a spell on Gabriel, making him very 
small. Small enough to enter the music box and retrieve 
the blue rose she so obviously desires. This old witch 

has me nervous. Something she said has filled me with 
disquiet. She mentioned the “King of the Angels”... | am 
sure I heard her correctly. What does this mean? Why do I 
have this feeling of dread? | hope Gabriel will succeed and 
quickly, so that we may be on our way. When he has gon< 
I will kill this evil crow, so that she may no longer be a 


danger to anyone else ever again. 


¢ | Life Magic Gem + 1 Light Magic Gem 
Unlockable Trial _ 


+ Finish the level and get the blue rose without folling in any of the 
music box traps 


Walkthrough 
Music Box Mk TT = 


Baba Yaga's magic spell has teleported you inside the 
small music box. You can actually see her watching 

your progress across the labyrinth while you solve the 
puzzle. After the cutscene, you find yourself in the music box 
near a strange glowing device in one of the walls. To interact 
with it, first you need to get the first music cylinder, which is 
located in the middle of the same room. 
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With the Green Cylinder in your hands (displayed in the top right corner once in your possession), you can now use the nearby 
music machine puzzle. It controls the activation of the traps around the area by using music. While one of the cylinders is being 


played, the traps in one or more of the passageways stop, allowing you to cross them safely. The moment! you use the music 
~achine, a hint Serell enters your Travel Book automatically. 


When the play button in the machine is pressed, all of the inserted 
cylinders start being played in turns, so when one part stops, the 
next one starts. To cross the labyrinth, you must discover the correct 
order of the various cylinders fo open the traps that lead te the 
goal. However, this is not an easy task, as all the music cylinders 
are scattered around the music box, behind passages tilled with 
deadly traps. 


PUZZLE CONTROLS 


Use the left stick to move the selection marker across the puzzle. 





Press the Jump button fo highlight o cylinder or switch places with 
the selected one. Select the play button (the rightmost button) and 
















press Jump to start the music. 





“l_ CARPET COLORS 
The carpet colors in each passageway match the color of the 
music cylinder that stops the trap within it. Explore your 


surroundings before moving to avoid unnecessary backtracking! 








Spikes trop | Use the sprint to cross once the spikes retract. 
| Platforms trap | bedi (iry net to use double j iv mp, or you will fall Tea the ee wa to mah next atom as soon as it rises. 
Blodes trop 








si the timing of he ir movements and jump on the ai spaces re not to use double jump, ae you might fall in the middle of o 
| fire wave). 






Fire trop 





| Hectric trap 


The hint Scroll says, “The blue rose is on the other side of the box. To reach 


it, use the following sequence of music cylinders: Red, Blue, Magenta, 


and Green.” This is the step-by-step solution to the puzzle: 


Toke the Green Cylinder, in the starting room, and use the device next to it to cross 
the green spikes trap and ge! the Red Cylinder. Notice the Brotherhood knight in 
the middle of the green hazard hallway. If you stop to get the Light Magic Gem, 
you may get killed, bul you retain the gem and just have to race through on your next 
pass. 
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Get into the yellow teleporter to be taken back to the start point and use the device 
again. The Red Cylinder is then placed next to the Green One. 





Switch the Red ond Green Cylinders and activate the machine again. 


Cross the red plattorm trap, and in the next room, head left towards the green spikes 
trap. After the Red Cylinder finishes playing, the green one starts, allowing you fo 
cross the green spikes trap and get the Magenta Cylinder. Use the teleporter to 
return to stort. 


Insert the new cylinder in the machine and activate it again; this time in this order: 
Red, Magenta, Green. This allows you to obtain the Yellow Cylinder. 
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Teleport back to the start and use the machine again starting 
with Red and Yellow first and then the other two used in any 
order. In the second room, turn left to cross the yellow firetrap 


and get the last cylinder—the Blue. 


LIFE MAGIC GEM . Pe 


The next time you return to the chamber where 
you found the Blue Cylinder, there will be a dead 
knight in its place. This knight holds the Life 
Magic Gem. 


With all five music cylinders in the machine, the final 
combination to get to the room of the Blue Rose is: Red, 
Blue, Magenta, ond Green. 


As soon as you get the blue rose, Baba Yaga casts a new 
spell to get you outside again. In exchange for the flower, she 
teleports you to the necromancer lands. 
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Baba Yaga sent our hero to the titans’ Graveyard and I have 
sent her soul to the underworld. She will trouble us no 
more. Now my friend enters the Land of the Dead and his 
final battle is coming. | must find my own path and try to 
meet with him at some point. For now he is on his own. 
The land requires sacrifice...a sacrifice | hope that he can 
make, because without it he will not get very far. I must 
have faith in him now. The seed was sown long ago and it 
flowers beautifully. He has come this far down the path...1 


must believe that he will go all the way. 





+ 1 Life Magic Gem 
+ 2 Light Mogic Gems 


Monsen 
+ Creeping Coffin 
+ Creeping Corpse 


"Unlockable Tala 
¢ Finish the level after receiving of least 100 points of poison 
the deadly'm 


damoge from 





+ 1 Shadow Magic Gem 


+ Skeleton Worrior 
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Walkthrough 


idly Mist 


The teleportation spell has left you in the lands of the 
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necromancer. You start the level in a strange structure 
made up of crystals, which happens to be the interior 
of a colossus. 






Climbing out of the titan, you overlook an ominous 
battleground. Here, the titans of the wizards, made their 

last charge against the Dark Lords centuries ago. Now, only 
mechanical corpses remain—mountainous ghosts in the haze. 








Throughout this level, like some previously visited, a deadly 





mist envelops the ground in certain places. You will only last a 
couple seconds in the poison before dying, so try to avoid it. 
Grapple and climb down the chest of the decaying colossus. 







When you touch down in the area below the colossus, 

you stand in ao large arene surrounded by a fog. A dead 
Brotherhood Knight lies in eternal slumber on the right side of 
the area. He holds a Seroll that says only those with corruption 
in their heart ore able to gain access to the Land of the Dead. 


poison from the first landing area to the titan’s kneecap. Repeat 
this jumping maneuver to reach the next area of safety. 


Use a Sprint and a double jump to cross the narrowest pool of 
Immediately, some Creeping Corpses and two Skeleton 

Warriors attack you. Holy Water does wonders on these 

undead creatures. After dealing with them, find another 
Brotherhood Knight corpse in the sunlight under the limb of 
an cid colossus. He has a Seroll that suggests using Shadow 
Ma 
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Climb up the downed titan on your left and walk along its chest until you see a large hole in its ribcage. Drop down to get a 
Light Magic Gem, then use double jump to use the Grip ledge to get back out. 


Turn back the way you came and Sprint and double jump to the titan’s kneecap. Turn towards the titan to your right; sprint and 
double jump to the ledge at the base of the upraised titan arm. 


Run up the arm, then sprint and double 
jump off the end of the most extended 
finger to clear the wide gap and reach the 
next plattorm. 
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™) Creeping Coffin 






As soon as you land on the titan’s back a new enemy type 
appears: the Creeping Coffin. These parasitic creatures 

emerge through small fractures in the titan’s stone body and 
quickly enter an empty sarcophagus. 


The easiest way to deal with these enemies is to prevent them from 





entering a sarcophagus. If they make it into o coffin they will use it 
as armor, gaining health and damage resistance. In this new combat 
area, notice the broken circular rune: identical to the ones you had 








to destroy while fighting the ice and stone colossi. Your task is to 
find the missing stone piece and complete the rune to power the titan 
again, 
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== smashing all the coffins around the area end annihilating 
_ = “2 creepers, defeat the last corpse in ao coffin using a Grab 
| >< enge to jump into the coffin and throw the corpse out. 

= creaks the coffin making it impossible for the creeper to 

>=! back in. Defeat the Creeping Corpse and grab the Rune 

Segment after the battle is won. 





LIF€ MAGIC GEM a 


Before using the rune, climb the titan’s left —. 


arm to reach a stone platform where a Life 
Magic Gem can be obtained from a dead 
Brotherhood Knight. 





/’ Use the rune on the keyhole and in a short cutscene, the 
titan will reanimate and ino last desperate effort to reach 
"he necromancer fortress, it will move its left arm forward 
‘oward the black wall. The colossus’ last movement allows you 
2 reach the next area in the mist by traveling along its arm. 
=-om the extended hand, sprint and double jump towards the 
- ar sandy island and the first checkpoint. 





Inside the Colossus 


From this island you can reach two different titans. 






First, you need to head for the titan on the right (you 
need rune keys to proceed on the lelt titan). Use Sprint 
and double jump to reach the platform. 





















TITAN ON THE RIGHT 
While on the first ledge, double jump to the outer platform to the right to find a 
knight Seroll and a bag of daggers. 


Return to the first ledge and enter the tunnel (heading away from the camera. 
Continue into, what seems like co shallow second cave. Once inside, turn 
sharply to the right to discover an opening. 


inside ihe body of the titan, you are attacked again by Creeping Corpses 
trying desperately to become Creeping Coffins; like in the prior encounter, one 
of them holds the rune key that you need to continue. Destroy all the coffins 
first. Once you destroy all the enemies, grab the Rune Fragment and head 
back fo the sandy island. Equipped with the rune, head to titan on the left. 


TITAN ON THE LEFT 


When you reach the titan on the left, head to the back ledge (which is actually 
the front of the titan) and find the Shadow Magic Gem on the dead knight 
below the fitan’s chest. 


i oie Fe! 


The last colossus has two broken runes in its back. After placing the first 
stone piece in it, the titan reanimates slightly, but almost immediately it stops, 
powerless, However, this action was enough to allow you to reach the other 
side of the lying titan. 


Head to the front of the titan and use the ledges in its armpit to reach the 
newly extended arm. Sprint and double jump off the end of its raised hand to 
clear the poison swamp. 


In the new area, more Creeping Corpses attack. One of the enemies from this 
group holds the los! Rune Fragment that you need to finish the level. 
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“nd the Light Magic Gem on the dead knight under the hand of the titan where the latest fight 
occurs with the Creeping Corpses. 


"er you finally acquire the rune from winning the corpse battle, jump up to the ledge and 
~ovel across the titan’s arm. Double jump back the way you came, then head to the titan’s back 


> insert the fragment info the second incomplete rune. With its power source back again, the 
“an tries to complete the movement it started earlier. 


*ass back under its arm. You will battle o Skeleton Warrior ond a few 
—reeping Corpses. After defeating the enemies, Grip climb the 
~an’s spine fo reach its shoulder. Run olong its extended arm 
aod iume from the end of its hand ta the ound glathows below 
> the swamp to complete the level. 





LEVEL CWO: 
SIRE PINNACLE 


Powerful Necromancers have used this once sacred ground 
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to build an army of the dead, Conquering nearby lands, 
legions of Zombies have devoured the living and given 
rise to this desolation. No man has travelled here without 
meeting death. Gabriel now faces his toughest challenge. 
He now bangs his fists on the very doors of hell on Earth 
and the Lord who commands here is listening, waiting for 


him. Smiling... 
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Finally, you have arrived ot the necromancer fortress and stand before 

the dreaded passage. It is here you reencounter Pan. The foun tests your 
abilities one last time, in a “training” fight that determines who will be 
sacrificed for the greater good. In a cutscene, Pan shape-shilts into a mighty 
warrior, clad in silver armor. Just before the battle begins, the Silver Warrior 
sips you of all magic to see how you do without this luxury. 


Sage One 





In this non-magical state, its best to lower the Silver Warrior's” 
health using standard combo attacks, Use rolling dedges ta 
pass under his low chain swipes. A good rule of thumb is to roll 
(ele ls [-ParEt- Me prestulerelte|jieia 4m litsiiegel| dodge, and so on. The key is 
% issue damage and stay as safe as possible. ie 


SIC ON DEFENSE 


In this stage, don’t fight too offensively; the lack of 
light magic means that you won't be able to recover 


_your health, so it’s better to try a defensive approach. 
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is ao using sigh thai, You uwill Aen mo re 
you need to recover health. ae 


down han aa tries. = recover Rai Fieacien hil Ex 
returns. your Shadow Magic. 





powers. Ramember to jawnek eaiG iypaec as eee you ean fae ottack 
the Silver Warrior with the opposite magic that he is usin oh any given 
time. When the boss throws back its arms be prepared fo dodge one of its 
projections: Pan the horse and Pan the engi: Jump over or roll dodge! to. avoid 
these oltacks. | | Se: om 


The stage ends with Pan leaving the combat arena to thraw fis boor mer 
blade at you from a higher position. To finally kill the foun, you have fo vse 
this boomerang against him: you have to successfully dodge the: spinning blade. 
while you are near-him (ele ring challenge}. If done correctly, the weapon ‘hits 
Pan, énding the fight. if you fail, the Silver Warrier regains some health and | 
you must beat him back down to this ending sequence again. 
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VEL CRREE: 
IRE CEMETERY 


= god is dead. It has come to this, at the last. The 
2 god has opened the way. Good Gabriel, very 


: is only one true God and all usurpers must be 
tough Pan's sacrifice was not in vain. Now our 
ent can proceed to his final destiny. The Lord 

= the most powerful of the Lords of Shadow. 

teed every ounce of his being to defeat him. | 
igh, his mind is tired, broken even. He 
he questions his heart. Can he succeed? 


¢ a Dit further and you shall see your 
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| Meet the Horde 
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oa — . Pon's sacrifice has opened the gate to the necromancer 
(miecteble Trial 
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fortress. The first area you have to cross is the 
graveyard; this area is the habitat of the Zombie horde. 








Continue through the deep gorge using double jumps, Grip ledges, shimmying and backward jumps to make it to o G'soc” Some 


on the right side of the canyon where you do battle with the first of the Zombie hordes. Wolk towards the camera on *7= === 
ledge to find a bag of daggers. Zombies hate daggers. 





| DIVIDE AND CONQUER 

| Zombies are really weak and won't stand more than one or two hits before 
| crumbling in a pile of ash and bones. However, being surrounded by a horde 
of them will get you killed, so don’t try to rush through the level. 








just beyond the first Zombie encounter you reach a split in the path. The left fork 
continues through the gorge, while the right fork takes you to a Light Magic 
| Gem. Toke the right fork and jump down into large hole where you battle 
Zombies. Alter defeating the Zombies, use a double jump and Grip the ledges 
| ra in the back right corner to reach the dead Brotherhood Knight. He holds a Light 
| —_ Magic Gem. 


Back at the canyon fork, drop off the left side of the cliff and use a series of hand 
halds along the right canyon wall. Stay ahead of the collapsing ledges behind 
you. The last ledge forces you to jump backwards and latch onto a Grip Point 
with the Hook Tip in midair. Climb down the chain until you reach the low ledge 
on the left side, Follow this. pathway inte a large clearing. 





hi 






Use the Health Font at the entrance to the new area. This next part is 

a bit tricky, Perform a regular jump off the edge of the revine. As your 
head drops below the distant Grip Point on the next ledge, perform o 

double jump. The Grip Point becomes active as you begin lo fall after the double 

jump. Use the Hock Tip to latch onte it, then climb to the top of the ledge 


a 
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) Chupacabra Crouble 


J As soon as you reach the new pathwoy across the 


ravine a mischievous Chupacabra takes your relics, 
leaving you without magic powers again 


The Chupacabra quickly teleports to a large, cage-like structure 
that seems impossible to breach. There are three stone heads 
on top of the “cage”. Each one of these heads has glowing, 
purple eyes. To open the cage you have to direct the light 
towards each of the heads. To achieve this, you use light 
emitting statues like the ones found in the Lycanthrope and 


1 


neo =. = You found @ Life Gen Collect fae to 
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ae es 
First, begin your approach to the Chupacabra and you'll come ~ a 
across a dead Brotherhood Knight with a hint Seroll, Use our 


guide instead of accepting the answer to the puzzle so you 


Vampire levels. 


son't lose points. The Scroll says: each lock opens only after 
being hit by a light ray coming from one of the monoliths. 

To cast the beam, these floating stones must be powered by 
2 completed crystal. Despite the stones’ size, they can be 
moved by hitting them with a melee weapon. However, their 
movement is restricted to the glowing rails in the ground. If 
you happen to have only one power crystal, you can reuse il 
n the different monoliths. 


exploring the area, you can find a dead knight holding a Life 
Magic Gem at the “bottom” [toward the camera position) of 
‘he area. The knight lies on the ground near the fiery ravine. 


Toward the bottom middle of the area, near a small, round fire 
Fissure, you can find the final collectible on a dead Brotherhood 
‘night tucked in a small earthen nook: o Life Magic Gem. 





©») Solving Chupacabra Cage Lock Puzzle -_ i@ y 


, 
P ) To make things easier fo understand, we'll describe the terminology of objects used in this puzzle and the strategy: 


GLOSSARY OF TERMS 


Item Description 
One of the three rock face locks around the Chupacabro cage that must be broken with a Dark Crystal light beam to open the cage. 
oe. ae You insert a Dark Crystal into a fixed device (they glow) ond then the energy travels through o connected rail. One of the three Dark Crystal 
os GysiabDevice | devices is broken ond connot be used, so a workaround is necessary. | | 
| Monolith | Floating stones used to generate a light beam that breaks the cage locks. They run on Dork Crystal energy delivered through rails and 
sine generated from o Dark Crystal Device. Monoliths move by striking them with o melee weapon (punches are not necessary). 


Monoliths are moved rails. These roils only light when o Dark Crystal is inserted in the Dark Crystal Device connected to ifs rail. 


First Lock 


-) First, get a Dark Crystal from the deposit near the floating stone (A) and place it in the Dark Crystal Device (Yellow 
— Circle) activate the first Monolith A. Once activated, the Rail beneath the Monolith glows purple. This Rail marks the 
path that the Monolith can be pushed. To move a Monolith, simply hit it with o normol melee attack. 


Breaking the first lock is pretty simple: knock the Monolith to the for end (1) of its Glowing Rail. Once there, rotate it until the 
light beam hits the first of the heads. 





oy Second Lock 


f For the second and third lacks, you have to make 


the light beam bounce off more than one Monolith. 
This is necessary because the connected Dark 

Crystal Device is broken. Place Monolith € to the 
right end of its rail (2), and Monolith A [which is now 
in position (1)] back in its starting position (A). Rotate 
Monolith A to point at the Monolith C at (2), then rotate 
‘ne Monolith C at (2) to bounce the light beam through 
‘he gap in the rocks so it hits the second lock. 


>) Chird Lock 


| For the last lock, you must remove the Dark Crystal 


from the active Dark Crystal Device (Yellow 
Circle) and then insert it in the other Dark Crystal 
Device (Red Circle). Afterward, Monolith B should 
be moved to the end of its path (3) and rotated so its 
peam shoots towards the Monolith C, which must be 
repositioned at the left end of its rail (4). From there, the 
correct rotation of the Monolith makes the light impact the 
tinal lack, 











>) Retrieve Your Relics 


f Now that the cage has been destroyed, jump up 


"onto the cage platform and grab the Chupacabra 
to solve the puzzle and to get your relics back. 


>) Gong Puzzle 


f In front of the crematory where the path ends, you 
tind a Zombie horde and two identical gongs. 


Defeat the Zombies, then work on the puzzle. You 
can make the gongs sound by using a Gauntlet Punch: 
hold the Block button then press the Direct Attack button. 
Make sure to enable Shadow Magic before punching the 
gongs. 


lo open the door to the crematory, you must get both of the 
gongs sounding at the same time. Punch one of the gongs, 
dash in the direction of the other and use Gauntlet Punch 
again before the first one stops ringing. If you run out of 
Dark Magic energy to perform a dash, try dodge rolling 

or sprinting. The crematory door opens when the puzzle is 
solved. Enter the crematory to complete the level. 
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LEVEL FOUR: 
CREMACOR 
OVEN 


Fueled by the very flames of hell itself, the crematory 
oven is where the Gravedigger does his ghastly work. He 
is a powerful demon whose mighty shovel can cleave a 
man in two with one stroke. The Gravedigger will rip the 
very soul from Gabriel, given half the chance, yet I sense 
that our hero is more than a match for this creature. This 


could be interesting indeed. I sense Gabriel's rage welling 


up within him and [| wonder who is the more terrible, our 


hero or the demon? 





Hidden Items 
+ 1'Shadow Magic Gem. 


Monsters 


# Creeping Coffin 


able Trial | 
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You've reached the crematory. This is where the Gravedigger worksand ss | =, rows : 
lives: You'll catch a glimpse-of him the moment you enter, but he leaves ah ._ ead = =i | Ke = ——_ 7 
before you can take a closer look. He summons several Creeping Corpses \! oa 1 = ee 
fo occupy you. He also closes the door, trapping you in with the monsters. 
Defeat the Creeping Corpses before they can enter rithe: coffins conveniently 
lying around. There's another wave of Creeping Corpses fo attack, so be 
sure that all coffins are destroyed before you toke out the Erseping! Coffin” 
so thaf enemies in the next wove have no where to escape. 


Alter you defeat all the enemies, the door opens, giving you a clear poth: 
to the Gravedigger. Before you enter the arena, fill up on. “magic ond 
health using the fountains on sither side ‘of the arena entrance. 





When you are about to-enter the arena, the ground breaks 
behind you preventing you from exiting the arena: The 

Gravedigger is tough; during the combat, it uses o shovel to 

unearth more Creeping Corpses and discharges shockwaves causing 






differant ground sections to collapse. The shovel also sends out fire that 
runs along the ground and should be avoided. 
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Use + Shadow Mag fo  ncreose the damage > of your melee 
dodge to avoid the melee attacks and double 
jump: for avoid Weshae r : aliacks. Creeping Corpses ore” 
summoned about halfway, through <Gravedigger’s health meter. 
Attempt fo use wide-reaching ‘attacks thot include the boss while 
concentrating on getting rid of jhe regular enemies auc 












When you knock the Gro edigg rs | 
about 10% remaining {i ia ther 
gray), the boss becomes: lunned a1 
indicating you-can now grab ane Instead of ¢ 
attacking him, which will get’ you ne — e,r es the right 
side of the central oven and Use th : oke in the glowing ge 
mechanism. © 


Asalth down to 
ier | tur rs invincible 
gins ite glow, 


Complete the four halo ring challenges to successfully crank 
the door open until it stays open. There is plenty of time to c= 
this while the boss remains stunned. In fact, there's enough 
time to crank the deors open and jump on Gravedigger’s 
back (press the Use button). The final struggle over. his mighty 
shovel begins. There are no halo challenges, simply press 

the. indicated buttons repeatedly when they appear on hwo 
separate occasions. 


The end result has you knocking the Gravedigger inlo the dee= 
furnace. Just when you think it’s over, his tentacles appear 
from the depths, grabs onto you and aftempf to pull you to « 
fiery end, Press ony button when the halo challenge appeces 
to escape a fiery fate by grabbing onto another ledge. You 
manage to pry the tentacles off you and, fortunately, grip ants 
a narrow earthen bridge before plummeting into the lava p@ 





Fried in Lava 


f ) The level of the lava beneath 
i you is rising quickly, so you 


have to exit the level before 

it gets you. This last part of the 
level is G race against time, or more 
precisely, against the lava. The flow 
keeps increasing over time, so you have 
to figure oul the path upwards, moving 
taster than the love. It is not a tough 
challenge, but you will die if remain still 
tor o few seconds. 


After the third Hook Tip use, you climb 
up the chain and reach a long narrow 
rim that encircles the entire oven: this can 
be used as a Grip ledge and just above 
the Grip Point location ore a few ledges 
sticking out of a crack in the oven. That 
is fhe way out of the oven, However, if 
you want to get the Magic Gem, you must 
shimmy to the right along this rim until 
you reach another set of similar ledges. 
Climb to the top of these to a short ledge 
where a Brotherhood Knight lies dead. 
He holds ao Shadew Magic Gem. 


Head back down the way you came 
and climb up the Grip Ledges to the 

ieft above the Grip ring. The camera 
switches to an external view as you 
stand on top of the rim of the crematory. 
Double jump up to another ledge to 
reach the top of the next level. Use the 
high Grip Point grapple to a tall spire. 


shimmy around the left corner of the 


spire where you find a few Grip ledges 


up higher to hand jump up until you find 
a high Grip Point on the outer canyon 
wall. Hook to it and climb the chain to 
the top to complete the level. 
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| LEVEL OnE. 
NECROMANCER’S 
5 ABYSS 


And so it begins, the Necromancer'’s Abyss lies at his feet. 
He is dark and terrible and the cries of the dead follow 
him wherever he goes. Hate for those who have taken his 
beloved. Who have made him do terrible things. Who ha 
taken his humanity. Now reap the whirlwind, scions of 


death, for comes the Prince of Darkness. 
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Hidden Items . ae 
+ 1 Life Magic Gem ¢ 2 Shadow Magic Gem 
d 1 Light Magic Germ 
Monsters | ahh 


+ Necromancer + Zombie 
+ Reoper 


Unlockable Trial | 
Finish the level after destroying 60 Reopers 
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Gabriel is + finally at the heart of the Necromancer 

Fortress. Three enormous towers float ominously 
over the abyss. Al the very top of each one of them a 
Necromancer awaits you. 


Entering the first tower won't be easy; two puzzles must be 
solved in order to gain access. You can find the first puzzle 
right in the beginning of the level, in the middle of the path at 
the top of the stairs. Find the dead Brotherhood Knight with the 
hint Scroll on right side of the puzzle platform. 


——_—_— 


A0diac Puzzle 


. SS 






This large gyroscope is the key to solve the puzzle: 
the device can alter the position of the sun and the 

moon in the sky; you have to set them up so there is an 
eclipse. Move the left stick left or right to select one of the dials 
imonths/days/hours), and up and down to modify its value. 
Press the Jump button to activate the mechanism. 


The correct date is: 8/24/16 (August 24, 4:00 p.m.). 
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After solving this puzzle, some of the surrounding floating rocks 
merge together to form a single platform. Before you leave the 
‘irst puzzle platform, explore the ledges on the left side. Jump 
gown to a lower ledge and you can find a dead Brotherhood 
“night holding a Shadow Magic Gem. 


Now leave the platform by traveling along the bridge of 
poulders that is built as you run across. This is located in the 
back right corner of the first puzzle platform. When you reach 
ine next plattorm, the next puzzle presents itself, 
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oO) Colors are Movements 


ee The dead knight on the right side of this platform 
holds a hint Scroll that reveals the answer to this 
puzzle. The colored tiles in the ground correspond to 
different movements of a magic ray of light that moves though 
the circular door in the front. The system works as follows: 
you can Earthquake Punch up to eleven tiles and the light ray 
moves sequentially across the door following the order of the 
highlighted tiles. Earthquake punch the center tile to input your 
Final sequence. 


After a couple attempts of trying to solve the puzzle, it become 
obvious that each one of the rune colors sends the magic light 
in a different direction. Starting from outside, the directions 

associated with each level are: Up, Right, Left and Down. 


Portals 


The portals on this level are different 
from those found previously: they 
preserve your speed and momentum upon 
entrance to the exit point, So for example, 
if you enter a portal while running, you 
will exit while still running in the same 
direction, This mechanic works with all 


of Gabriel's moves. 


Once the puzzle door is destroyed you can jump off and double jump 
on the right of the crater. Pass through the portal on the next pathway to enter 
















Get close to the edge of the platform to get a better view of the 
path that the light must follow to get all the way up to the top. 
The camera zooms on the door, giving you a full view of the 
path embossed on its surface. Complete sequence: Up, Right, 
Up, Up, Left, Down, Left, Up, Up, Right, Up. Remember 
fo grcung punch the center tile to complete the challenge. 


onfe the next ledge through the gateway. You are on the tower 
the next platform behind the portal. 
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») Portal Cower 


_# There are two new portals in the next area as well as 
a group of Reapers. Defeot the Reapers and explore 
the ledges on the edge of the ledge heading toward the 
camera. Here you can tind a dead Brotherhood Knight with o 
Life Magic Gem. 


To get to the exit on the ledge closest to the entry point you 
must run into the portal on the ground on the left side of the 
plattorm. This way, when you exit in midair you can perform a 
double jump and reach the ledge above the lower portal, From 
there, you can double jump to the exit ledge. 


Press tne Use button while standing next to the exit portal. This 
teleports you to a floating platform at a halfway point to the 
tower on the left of the abyss. The path continues through a 
series of floating moving platforms. Jump from one to the next 
closest one as it moves loward your current platform. At the 
top of the next rock spire you'll have to battle a large team of 
Reapers. Combine the sprint (double tap the left stick) and the 
double jump to safely reach the next platform. 


The next portal found is at the end of the floating rock 
platforms. It'll leave you to a platform where you'll encounter 
the first of the necromancers. 
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The Necromancers are [ ‘ 

a bitdifferent from  ——\ 
~ other bosses: instead of + 
a conventional health bar, ‘their ‘cane ce ad with *Necrotic 
_ energy.” They use this energyite pation heir dpeciolattocks. 


val lal 4 
dd 










You con deplete this. energy elther | ay alt 
directly, or by forcing them fo waste it on 4 
that you must try fo destroy ‘ony creature a lore they decii 7 - 
to dismiss it to regain the energy ag In nha th | : A 
ee Ihe boss summons Zombies. tt een 15 hwo 5 e. IF you. 





tof health From the you foil 
to ‘dsleat them Bohai the ese takes thers boc, then. the bose Fegains 


ihe energy used to summon. them. 















Using the Dark sen tc summon the Demon’ from the ‘Shadow peer ; 
works great on the Necromancers, ang a seers of their’ healt Haake. 
‘one summon. | 


After all their energy is extiausted and the anbipy bar funn fivincible. ay 
gray, the Necromancer becomes stunned for a. ‘short time while they — 
recover and prepare for the next round. You ‘must use that time to 
perform a Grab movement on them, thus: ending hits fight. 


| 


The grip sequence has two bulton Rallense stages. For the first 

one, you struggle for the scythe by repeatedly press the onscreen _ 
displayed button, then press the next button while the halo glows to: 
run the creature through with his: own weapon. 
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Another One Bites Che Dust 


SS er 


p TWO PORTALS 


After the demise of the first Necromancer, two new portals 
become accessible on your platform; enter the one on the right to be 
teleported to a new crea where more portals wail, 


RIGHT PORTAL: WARP ONE 


The next portal platform challenge is trickier: it connects with a location 


containing another puzzle of gateways. After you exit the portal from the 


Necromancer battle, you'll see another portal on the right in front of you. 
You can enter it to teleport above, but you fall down again unless you use 
your double jump in mid-air to reach the higher teleport mirror. Take this 


new teleport mirror fo the new area. 


LIGHC NAGIE GEM 


To obtain a magic gem from this area, enter the low portal 
on the left by sprinting and double jumping to the ledge 
adjacent to it. Jump from the ledge into the portal and 
double jump when you materialize above it. Use the Hook 
Tip to attach to the Grip Point on the right wall. Climb to 
the top of the chain, wall jump and double jump to the ledge 
with the dead knight 
holding the Light 
Magic Gem, Use the 
portal on the same 
ledge to return to the 


lower level. 


RIGHT PORTAL: WARP TWO 


You won't be using any specicl movements for the next portal; instead, 
this one requires precise timing to be completed, lt teleports you to an exit 
located in midair, under which a moving rock platform crosses from time 
to time. You must enter the portal on your ledge at the correct moment so 
you can safely land on the platform and not fall down into the lower portal, 
which just returns you to the previous ledge again. 
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From there, jump to the next platform on the left where some climbing takes 
you fo another teleporting mirror, Once you arrive at this destination, a small 
group of Reapers materialize, ready to attack. Deal with them, then head to 
the new warp orea though the teleport mirror on the edge of the platform. 


_ Right Portal: s | 
\) Warp Chree/Gauntlet Switch One 


}_# Defeat the large team of Reapers in the cave and look for the switch 
"7 before the next teleport mirror. A text prompt hints that the switch 


~~ 


requires the power of the Gauntlet. Perform an Earthquake Punch on 
it to release its energy, which then is given to a mirror behind the stage of 
dual mirrors where you battled the last Necromancer, 


The teleport mirror takes you back to the place where the first Necromancer 
fell, This time, take the mirror on the left to find the two missing switches. 


LEFT PORTAL: WARP ONE 


The last portal has dropped you in a new area. You can head left or right 
through two different portals. Head to the right portal by sprinting and jumping 
into the suspended portal. 


Double jump as you hit the exif poin! above it and Hook Tip the Grip Point on 
the small floating boulder above. If you correctly connect all the movements 
you can swing out and double jump to the next mirror platform without 
dropping down to a lower platform where Reapers wait. 


LEFT PORTAL: 
WARP TWO/GAUNTLET SWITCH TWO 


The last mirror teleports you to a cave similar to the one where you fought the 
Reapers. and Earthquake Punched the firs! switch, Punch this switch as well and 
its energy activates the third mirror on the last Necromancer’s platform. 


Back in the familiar arena from the first Necromancer’s fight, take the mirror 
on the left again. 


LEFT PORTAL: WARP ONE (REVISITED)/ 
GAUNTLET SWITCH THREE 
Once you arrive to the familiar Hoating platform with two portal options 


on either side, jump this time to the left rock and grab onto the Grip ledge, 
shimmy around the corner and drop down to the portal below. 


This drops you from on exit on the other side of the boulder where you must 
double jump to reach a Grip Point, swing left and double jump down to a 
lower ledge. Defect the next group of Reapers and find a Grip ledge on the 
lower left that leads to a bit of climbing, stairs, a Health Font, and the third 
and last switch. When punched, this switch opens the path to the second 
Necromancer battle. 


|) Chree Portal Platform = | 


B , The platform where you fough! the Necromancer now has an 
available third portal. Head through the opening between the original 
twe portals and use the third portal in the back. 
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The fall of the second Necromancer triggers a new portal; this 
one takes you to the central tower. 


You stand on a platform halfway to the top. There are fewer portals here. 
This is a climbing, double jumping, and grappling zone. Start with a 
double jump to the left, to hang on the outcrop. From there, move right a>= 
continue upwards until the second Grip Point grapple challenge. The nex: 
ledge you can get your feet on is a checkpoint. 


From the checkpoint, make your way left and up around the tower until you 
reach the platform with a glowing Grip Point next to it. Four consecutive 
Grip Points must be connected to reach a couple portals with one Grip 
Point between them. 


Most of the challenge points in this area must be crossed using a double 
jump, so watch out and look twice before jumping. After these two 
obstacles, some more climbing finally takes you to the top, ending with c 
couple Grip Points that allow you to reach the apex of the tower, On the 
very top of the tower, sprint and double jump across the large gap, ther 
enter the teleport mirror to one last towering mountain. 





Final Mountain 


When you pass through the teleport mirror on the mountaintop, you 
find a Health Font on the landing platform of the final mountain. 
If you head to the left end of the ledge you can find a continuing, 





descending route running in a clockwise direction around the mountain 
lower. Jump the gaps in the path and find a Brotherhood Knight at the enc o- 
the path. He holds o Shadow Magic Gem. Now return to the Health Font 


Heading to the right (counterclockwise) up the mountain tower you must 
use double jumps, Grip ledges, shimmies, and backward wall jumps to 
reach the top. As soon as you pull yourself up to the top of the mountain 
the level ends successfully. 


I 


WALKTHROUGH: CHAPTER XI 





LEVEL CWO: 
Che DRACOLICH 


Look at him, so dark, so beautiful. He has come for his 

revenge and he shall have it. A killing machine without 

remorse, without pity. What has happened to you, Gabriel? 

What have you become? Love has blinded you. You have 

changed, my friend. Your quest is almost over, the dream is 

in sight. Now you must face death and you must defeat it. 

The mask is a powerful device and he who wields it can do = 
snything! Bring back the dead, rule the world, destroy the | Monsters 


aniverse, challenge God himself. You are the one, Gabriel, 


+ Dracolich Titon + Zombie 


You are the one! 


Unlockable Trial . a a 
+ Finish the level ond defeat the Dracolich in less than 5 minutes 
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The last Necromancer won't 
fight like the previous ones; if 
uses all of its necrotic energy 


=F 


to fuse with a gigantic beast that lies i 


— 


tower it in the extraction process. wen 
almost Sook long: s 


| The combat starts wilh elt sendin ong pata ae ; chtying 
around you. The monster sweeps the platform with magic flame 2s each time that 
crosses it, but you can avoid them by using dodge or dash neva 


a 
A 





You have to wait until the Dracolich posses. 5 above’) you, 16 use Thal Hook ie en 
the creature's bottom glowing bone. ‘spurse This starts the climbing challenge. — 
While you are waiting for the creature to. Hy: SNe you must deal ‘us a je = 


of Zombies, — : a. ge 4 


Moving along this monster is similar to. climbing. on the: previous colossi. jhieo 
time, some of the platforms and climbing points are moving. This forces you to 
carefully adjust the: timing of some jumps to avoid moun 
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DOUBLE CHECK YOUR GRIP 


_ You can only grab certain parts of the Dracolich 
‘surface. Look for bright zones with bleached bones 
exposed to find the correct path. 


















If you fall, you have the opportunity to-save yourself using the Hook Tip 

on the edge of the initial plattorm. This:is- done by simply passing a single 
halo ting challenge. This allows you.1o. continue the battle without having to 
reston ata ps checkpsint. 


As you work your way Up the body of the: monster fo find the | Funes, you son 
realize you can only grab ‘onto hones that are lighter in. shade and in geod: 
shape; the decayed: docking bones connet be accessed. When you see a 
distant bone or spur light up, use the Hook Tip'to Sropple onto jase 


When you find a rune (jeining ligaments fo bone}, you mus! Seta 
it ten times to destroy it—just like with the other colossus battles. When 


destroyed, a nearby bone shatters allowing you to find the seatinultg in route on: 
the beas!. us a 


a 
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After destroying the second tune (fen Iwo. ‘are on he lop. PES area): you con 
work your woy under the beas! ond find the third: tun inside: the sTbeagey paar 
the monster. 

After destroying the ribcage rune the monster throws you off, but you: hike 


opportunity to reattach to the beast by passing o single halo ring, pueziee 
Done ee Gabriel ergages the: ro Shoulders Hei in oe toe avoid 












‘I6 re nieek Beat this i time: 
rune...in the bois’scmouth. | 








ee 






Gate you find aa ates all the dl ru ined 
Titel, phase of the combat commence San 
you hanging onto the edge of the platfe 


Hoating remains of the towers. 
















Almost immediately, the Dracolich USES. G fi re 
but you won't be able to attack the monster. You 
glowing mandible to enter the monster’s mouth « 





epeae willibs inflicted to the issee. and. ee be: Gece out fe the: mouth by 
way of a fire breath attack. If you do damage the rune; you are deposited out 
of his massive mouth back onto the battle platform. You only need to hit the 
rune twice. On the second hit, the Dracolich is viterly ruined. 
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LEVEL ONE: 
SINAL FIGHC 


And now the final battle is come. Marie is waiting for you, 
my friend. She knows what you have done. She knows 


everything. Marie has hoped all this time that you would = = ee 
e i ‘ r ; cha Re See te — Ig ay = 4 cre ke ; aa — . i, ree : . 
save the world and here you are on the brink of it. You i svta SSE ROS SAND BSRO RAD RON Eee ERS SR ES 


— ———— — 


stand upon a knife edge. She has kept faith in you despite — 


everything, now you must fulfill your destiny and the truth 
) ) ¥ 


¢ Renee + Sofon 
will out. I will help you, old friend. I will be with you in ; 


this your moment of victory! | Unlockable Trial = : 


<. ror is = 


¢ Finish the level and defeat Satan without a) hit thy any, atts 
with he opposite magic SL 


= 
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Satan is o powerful enemy. But you are the hero—you are 
given an endless. supply of both Light and Shadow magic at 
“your disposal during this fight. 


Satan can use both types of magic, and you have to pay 
special attention to which type is he using. You have to attack 
him with the opposite type of magic to do any considerable — 
damage. Matching opposite magics also replenish your health. 


SCASS COLOR 


The end of Satan's magic stall glows with a difterent color 


for €ach type of magic he’s using. Watch for changes and 
try 60 react to them as fast as possible by changing to the 


Opposite magic; even during combo attacks. 





This mechanic also applies fo you—Satan’s attacks inflict much 
less damage if both characters are using the same type of 
magic, and vice versa, 


During the combat, Satan also uses a trap type attack: he 
lays o Series of moving magic symbols on the ground, colored 
red or blue with a random pattern. If you cross one of these 
symbols without the same type of magic (remember blue for 
Light Magic, and red for Shadow Magic}, it entraps you until 
you switch to the correct color. | 


After you deal about a quarter of damage, Satan teleports to 
the opposite side of the platform and shields himself to recover 
some health. You must cross the layers of colored shields by 
using the same color of magic. If you fail to use the same colar, 
the shields knock you back. When you reach Satan, press the 
Grab button to start the mini-game sequence. 


The halo ring challenge doesn’t appear until midway through 
the fight cinematic that is triggered by grabbing Satan when he 

_ is healing inside his multilayered shield. Press any button when 
the center holo glows and you punch Satan in midair. 


Once you knock Satan up further info the air, another halo 
challenge appears when the two of you join up again. Hit if 
correctly and you send him to the ground. When he crawls out 
of the ground te fight again, a checkpoint i is reached and stage 
two begins. 









stod 


| the grou nd. Fil on ‘A fe roe: and you have 
= second half of his health again to get back to aie po 


inh. 
The last Rotis Aalieie quickly: ee the first. You must 


successfully pass the second halo challenge to hit him in the 
head with your Combat Cross. 

















Congratulations! You just have beat Castlevania: Lords of 
Shadow, Enjoy the awesome ending cinematic and the prize 
that follows the credits! 











: i etl Total Accumulated 
GS Awarded (XBOX 360) GS (XBOX 360) 
Tenis) a, 
Chapter II Get the Dark Gauntlet _ —_— . 10 | a 
Se ee a ae Se Bee) 
Chapter III Acquire the power of the first Dark Lord 
aS eee aS 


| Kill the Crow Witch 


Description 
| Defeat the Ice Titan 





| Gain access to the Vampire Castle 









Leave the Refectory with the Butcher's Ke 
















Survive the encounter with Laura 







Be Chapter Vil Acquire the power of the second Dark Lord 
Sea 
aS | 


| Vanquish the Gravedigger 





Persuade Baba Yaga to open a portal to the Necromancer area 





i Chopter Xt power of the third Dark Lord 


H Chapter XI 


Trials: Chapter | 






Defeat Satan and save the world 





lete all the trials for Chapter | 





| Complete all the trials for Chapter II 
Trials: Chapter III 


‘Trials: Chapter IV 


Trinls: Chapter 1! 





Complete all the trials for Chapter Il] 





lete all the trials for Chapter IV 
Trials: Chapter V | Complete all the trials for Chapter V 


ie ne — 
Trials: Chapter VI 
_————— | 





lete all the trials for Choy 





Com 





ter VI 


















TROPHIES & ACHIEVEMENTS 
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Trials: Chapter VI 
. ay eo) 
Trials: Chapter VII! __| Complete all the trials for Chapter VIII 
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Difficulty Settings 
& 100% Level 
Completion 


You can choose between one of the fallowing four difficulty 


modes before playing each level; Esquire (easy), Warrior 
(normal), Knight [hord), Paladin (expert). You are tree fo 
change the difficulty level before starting each level. Paladin 
difficulty is not.unlocked until you beat an entire Chapter while 
in Knigh! mode. 


The level completion percentage is dependent on two things: the 
amount! of collectible items (Magic Gems, Relics and Upgrades) 
you found in the level and the difficulty setting used while 
beating the level. Assuming you heave collected all the items and 
upgrades in a level, the following chart will help you understand 
the level completion percentage per difficulty level chosen: 


All ltems Collected in this Mode: | Level Com 
| | 60% = 
Warrior | 68% 





Esquire 





| Knight 16% 


| Polodin | BOX 





You cannot achieve 100% in any mode until you have 
completed the unlockable Trial in that level, 


Trials 


Every level in every Chapter has a special challenge that's 
unlocked by completing the level once in any mode. The 
challenge is called a “Trial” and the details of the Trial appear 
on the Travel Book level completion stats page. Each level 
presents a unique challenge and once beal, you can achieve 
100% completion for that stage—but only if you have chosen 
Knight or Paladin mode and hove collected all the hidden 
collectibles ond upgrades in thal level. You cannot beat o Trial 
until it is unlocked, ond this happens after completing the level 
once. So, even if you know the trial details beforehand and 
accomplish those tasks the first time through a level, you will 
not “accomplish” that trial, You must play the level o second 
time to do so. 


The following chart illustrates your completion percentage per 
difficulty mode when you beat a Trial—while assuming you 
nave collected all Ihe hidden items ond upgrades: 


Level Completion % 





Beating the Trial in Mode: 
Esquire 


Worrior 















Paladin 


To get 100% ‘completion in a lével, you must have collected 
all hidden jiems and upgrades while beating the challenge in 
Knight mode, If you do the same thing while in Paladin made 
you reach 110% completion, 
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About 80%. of the artwork and concept art for the game must be purchased using 
experience points. The other 20% is unlocked through normal progression through the 
story. Artwork can be viewed in the Extras menu. 
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‘his is a customized outtit for Gabriel, resembling Solid Snake from Metal Gear Solid 
‘ome. This is available in the Extras menu once you have finished the game the first 
‘ime. You can also choose fo wear the bandana or not. 


—— =p Me 


=a] 


y ij , te | tr 
Fi i. i ii ie f 9 will — | | | a F a ii il . | g 
Fa | 1 me in | ’ Fe | Ss. | i , r | f 
Y LGU Ca Bea 
at ar | 2 ie? oe a? a | o hh 
P pe - i __ fF a= a ar. 
3 | 


Atter you finish the first level in the game, the Combat Display option becomes 
svoilable in the Extras menu. This allows you to turn on or off the following options: 


Experience Gain __| Shows orange EXPs floating from defeated enemies, 
cnemies Health Bars | Displays o health bar helow the enemy (this is the most helpful display option) 


babriel’s Health Bor iver a health bar below Gabriel (most redundant display; we don’! recommend 
| ihis one). 








| Yellow damage points float up from enemies when you attack them. This helps you 
figure out which attacks are doing the most damage. When Dark Magic is enobled, 
| you usually do more damage; these damage points are displayed in red. 


Green health points float up from Gabriel when healing at Health Font or using Light | 


Gabriel's Combat 
Damage 










Gabriel's Health 










Recovery Magic. 
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‘ampire Wargome is unlocked and playable from the Extras menu when you beat the 
‘ampire Wargome for the first time in Chapter VI, Castle Hall. IF you chose to skip the 
shallenge, the game will not be unlocked. You must beat the game without using the 
qint Scroll challenge skip. Once unlocked, the game becomes available Extras menu 
and you can select One or Two ployer. 


heati 


~heats are unlocked in the Extras menu. The cheats allow you to turn the following 
functions on and off: 






Cheat De: p Hon 

No Domage | lnvincibility 

All Relics: m Discover all Relics ee eee ee, 
All Combos | Activates all Combos without purchasing ~ saanes ‘game ani pie | 
All Gems : | Discover al Magic Gems | ; , Achieveme its). 

All Upgrades __| Discover all Weapon & Relic Upgrades — 


to activate the cheat sub-menu where you can turn the above options on and off, 
you must input a special code on any of the level load screens (where the level 
introductory story is displayed and the “Press Start” message is located). Once the 
level loads and before you press “Start,” input the following code using the D-pad 
and a couple buttons: 
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Dark Times 






» Comprehensive ah 
Visual Combo System  — 


Guide Gabriel cua shadow and death: dominate every sf bo 
uncover every secret, and solve every puzzle! 










All combos are visually represented with buttons and 
hand So positions! cues for the movements. 





Fass Thane 










Coal Compe =i F _¢ 


Detailed informalion on LS item en Calerial’ uses to drive back 
the darkness: the Combat Cross, its many attachments, Silver —" 
Daggers, Holy alas, and his amazing Relic Powers. 
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\- 
Lay low the beasts of the night. Each titanic a 
encounter is explained, with clear step-by-step a= 





positional and situational instructions. 
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